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Learn all the tricks of 
the trade... 


Having trouble defeating a certain player in your favorite 
fighting game? Well then, do we have the cheats for you. 
Inside, find out how to get the most gameplay outta your 
favorite smash-’em-up, whether it’s for the arcades or the 
consoles. The story begins on page Io! 


Find the controller to 
fit your fighting needs 


It's time to take control...control of your video game 

fighting needs. We will show you how because we have tested 
every controller imaginable for the home systems. Which 
controller is best one for you? See 

how they rated. The answer is on page 14. 


What's in store for the 
fighting game future? 


Take a trip to the future of fighting games as we preview the 
next generation of beat-’em-ups for the home consoles and the 
arcades. Check out Bushido Blade, Clay Fighter Extreme, Clay 
Fighter 63 1/3, Bio Freaks and the ever-popular Mortal Kombat 
IV. The information begins on page 16. 


It's time for a new 
generation of fighters 


After the much-anticipated wait, Street Fighter III has arrived. 
And with it, a slew of new characters and their moves to learn. 
In this comprehensive guide, all of the fighters’ moves are 
listed. As well, tips are given for each character's best chance 
for victory. Check out all the moves starting on page 24. 


Tekken 3 the tournament 
CONTINUES eee 


Tekken 2 was an awesome game, and Tekken 3 is sure to be 
leaps above its predecessor. With all-new moves, Tekken 
junkies are going to need this guide. Everything from moves to 
helpful hints is covered. Also, check out a few surprises as well. 
The coverage begins on page 42. 
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PSYCHOPAD JR. FROM ACT LABs. 
HYPER PROGRAMMABLE TECHNOLOGY 
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VIRTUA FIGHTER” 2 AND ALL YOUR 
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Battle Arena Toshinden URA 
Saturn/Sega 
Hidden Characters, Specials 


The following codes when entered 

at the Title Screen will allow you to 
choose four new characters and a 
way to use your specials on your main 
buttons. Note: These codes need to 
be entered in the following order to 
work. For Repli/Wolf enter: A, B, Z, X, 
Y and C. For Special Weapons enter: 
A, Z, C, X, B and Y. For Vermilion/Sho 
enter: A, Y, C, X, B and Z. 


Battle Arena Toshinden 2 
PlayStation/Takara 

Boss Codes 

To access Master/Uranus: As the 
Options fly in together at the Main Title 
Screen, quickly enter: R1, L2, X, L1, 
R2, Circle on the first controller. A 
chime should then sound, and the 
yellow box should turn to blue, if done 
correctly. Choose the Bosses at the 
Player Select Screen by highlighting 
the Random Select box. Press and 
hold the Select button to slow things 
down. Uranus and Master should 
now be selectable! After this code is 
entered, you can enter the second 
Boss code. Press Start and go to 
Reset. Choose Yes. To access 
Sho/Vermilion: As the Options fly in 
together at the Main Title Screen, 
quickly enter: Circle, R2, L1, X, L2, 
R1 on the second controller. A chime 
should then sound and the blue box 
should turn red, if done correctly. 
Choose these Bosses at the Player 
Select Screen by highlighting the 
Random Select box. 


Battle Arena Toshinden Remix 
Saturn/Sega 

Boss code 

Go to the Press Start Screen and 
enter the code: Up, Down, X, B, A, Y, 
C, Z and press Start. If you go to the 
Player Select Screen, you will notice 
that Gaia and Sho are now accessible! 
Cupido can also easily be accessed 
by pressing Up, while highlighting Sho 
at the Player Select Screen. After you 
select your desired character with a 
button, press the Start button and you 
will begin fighting in a new match! 


Battle Arena Toshinden Remix 
Saturn/Sega 

Huge Heads 

At the Title Screen highlight any mode 
of play and hold the top L and R but- 
tons. Press Start to go into that mode. 
Choose your character and begin your 
fight. When the bout begins, both of 


the players will have huge heads! 


Fighters Megamix 

Saturn/Sega of Japan 

Hyper Mode, Play as Meat 

To get a speed boost in the game, just 
play 100 rounds. You will be able to 
access Hyper Mode. A strange secret 
character called “Meat” is accessible 
in the game. To access this player, 
load the game up to the Title Screen 
and then turn off the machine. Do this 
at least 30 times. Now go back to the 
Character Select Screen and highlight 
Kumachan. Choose him with the X 
button and you will be playing as the 
new character. 


Fighting Vipers 

Saturn/Sega 

Various Cheats 

For Options Plus Menu: Finish the 
game in Normal difficulty. It will be 
selectable on the Start/Options 
Screen. For B.M. and Mauler as selec- 
table characters: Finish the game on 
the hardest setting with any character 
and they will be selectable on the 
Character Select Screen by scrolling 


past the visible list of characters. For 
Kumachan as a selectable character: 
On the Character Select Screen, play 
in Versus Mode and play through at 
least 40 matches (more or less). He'll 
be selectable on the Character Select 
Screen in the same manner as B.M. 
and Mauler. For Big Head Mode: 
Finish the game on the hardest setting 
in Hyper Mode, which is selectable 
from the Gameplay Options Screen 
(activated on the Character Select 
Screen). This'll open up one of the 
question marks in the Options Plus 
Menu, which'll be Big Head Mode. 
For the Other Question Mark (No 
Walls Mode): Get an “OK” by every 
move for each character in the 
Training Mode. This’ll open up the 
second question mark. 


Killer Instinct Gold 

Nintendo 64/Nintendo 

Special Codes 

Use this key for the Music and Stage 


select trick: 1=Quick Punch, 
2=Medium Punch, 3=Fierce Punch, 
4=Quick Kick, 5=Medium Kick, 
6=Fierce Kick, U=Up, D=Down. To 
access the Music and Stage select: In 
a two-player game, the first person will 
choose the stage and the second per- 
son will choose the music. Hold the 
buttons accordingly for the results: 
Sabrewulf’s Lair—U+1, Maya’s 
Jungle—U+2, Glacius’s Crash Site— 
U+3, Tusk’s Stone Henge—U+4, 
Fulgore’s Museum—U+5, Orchid’s 
Helipad—U+6, Jago’s Bridge—D+1, 
Gargos’ Castle—D+2, Combo’s 


Street—D+3, Kim Wu’s Dojo—D+4, 
Spinal’s Ship—D+5, Sky Stage—D+5 
(Both players must press.) For 
Random Select: Hold Up and press 
Start at the Character Selection 
Screen. To access Gargos: At the 
Character Profile Demo, press Z, A, 
R, Z, A, B. You'll hear Gargos laugh. 
Now he’s selectable. To Change 
Colors: At the character profile demo, 
press Z, B, A, Z, A, L. You'll hear, 
“Welcome.” You can now choose the 
gold, shadow, etc. 


King of Fighters ‘95 
PlayStation/Sony Computer 
Entertainment 

Play as the Bosses 

At the Game Select Screen, move 
the arrow to the Team Play Option 
and select it. When the screen 
appears that asks if you want to Team 
Edit, choose “Yes.” On the Character 
Select Screen, press and hold Start. 
While holding it, press Up+Circle, 
Right+Square, Left+X, then 
Down+Triangle. Two new character 
boxes will appear, making the Bosses 
of the game playable! 


King of Fighters ‘95 

Saturn/Sega 

Auto Edit 

Start a game and pick any characters 
you like (choose team edit and pick 
individual characters if you wish). Play 
a match. When you lose, go back to 
the screen with all of the character 
profiles. On the screen to select the 
Team Edit, press and hold the Lor R 
button and then press C to get the 
same characters. 


MK3 


Mortal Kombat 2 

Saturn/Acclaim 

Secret Cheat Switches 

This trick will allow you to turn on 
various enhancement switches in the 
game. To do this, wait for the opening 
cinemas to appear. As soon as you 
see them, quickly press: Down, Up, 
Left, Left, A, Right, Down, B, Y, C. 
Now go past the Title Screen to the 
Main Menu. You will see a new option 
called “Switches.” 


Mortal Kombat Trilogy 

Nintendo 64/Midway 

Reverse Babalities 

Play a normal game against the 
computer or another player. Lose 

On purpose and wait for the “Finish 
Him/Her’ to appear. If your opponent 
performs a Babality on you, press and 
hold the High Punch+Low Punch+High 
Kick+Low Kick buttons on your pad 
before the sequence is being pressed 
on your opponent’s pad. Your charac- 
ter will change from a baby to an 
adult, and then to a bloody explosion 
for a fatality! 


Mortal Kombat Trilogy 
PlayStation/Williams Entertainment 
Level Select 
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Start a game and highlight Sonya 

on the Character Select Screen. With 
Sonya highlighted, hold Start and 
press Up. Then choose your character 
and a screen that says, “Select 
Kombat Zone’ will appear. Press Left 
or Right on the directional pad to 
Switch the level on the bottom of the 
screen. Choose it and you will be 
warped to that level! 


Mortal Kombat Trilogy 

Nintendo 64/Midway 

All Question Marks 

On the Story Screen, take controller 
one and very quickly enter the code 
with the designated buttons as shown: 
Block, High Kick, Low Kick, Run, Low 
Punch, High Punch, High Punch, High 
Punch, Low Punch, Low Punch. Once 
you do this, you should hear a voice. 
Now on the Main Menu Screen, you 
will have access to all three question 
marks (green, blue, red). You may 
now access Menu Screens with many 


options within the question marks, 
including Human Smoke, Khameleon, 
Free Play, etc. 


Mortal Kombat Trilogy 

Nintendo 64/Midway 

Free Play 

To access the Free Play Mode, go to 
the Story Screen and quickly enter: 
Up, Up, Right, Right, Left, Left, Down, 
Down. You'll hear a sound. If you lose, 
your credits will now be on Free Play! 


Mortal Kombat Trilogy 

Nintendo 64/Midway 

Don’t Use Up Continues 

Start a one-player game. Choose your 
player at the Character Select Screen. 
Now when you have been defeated 
and it says, “Finish Him,” press Start 
on the second player’s controller. Back 
at the Player Select Screen, choose a 
character for players one and two. It 
doesn’t matter who you pick. Have 
player one defeat player two. After you 
do this, continue a one-player game 
and you will have all of your continues 
intact. Now you can keep doing this 
trick to get through the game without 
worry of losing any continues. 


Mortal Kombat Trilogy 
PlayStation/Williams Entertainment 
Secret Chameleon 

At the Player Select Screen, choose 
Human Smoke. Now, before the round 
begins, hold Leftt+High Punch+High 
Kick+Block+Run at the same time. 
(For player two, hold Right instead 

of Left.) AS soon as the match starts, 
Smoke will disappear in a burst of 
flames and Chameleon will be his 
replacement! This transparent fighter 
has the power of all the ninjas when 
he turns into them. Unfortunately, you 
cannot control which ninja you will be. 


Mortal Kombat Trilogy 
PlayStation/Williams Entertainment 
Secret Konfigure Menu 

On the Main Menu Screen, highlight 
and choose “Options.” In the Options 


Screen, highlight one of the selectable 
boxes and hold the top four L and R 
buttons. With these held, hold Up. 
The game will make a noise and the 
screen will shake. Now you may 


access the Secret Konfigure Mode 
that will let you turn on or off these 
special options. 


Night Warriors 

Saturn/Capcom 

Auto Chain Combination Move 
Choose a one- or two-player game. 
At the Character Select Screen, 
choose the fighter you want and 
when the Mode Select Menu appears, 
choose Automatic Blocking. Now, 
when playing the game, you can pull 
off an Auto Chain Combo by simply 
pressing all three Punch buttons or all 
three Kick buttons simultaneously. If 
all of the three hits connect with your 
opponent, you will get a three-hit Auto 
Chain bonus award of 1,000 points to 
boost your score. 


Primal Rage 

PlayStation/Time Warner Interactive 
Bowling, Volleyball, Falling Cows 
Here are some great hidden tricks 
within Primal Rage. Bowling: This trick 
needs two players. Both players must 
choose Armadon, but you can be on 
any stage. Now, each player must 
execute three Spinning Death moves 
at the same time. (Press Forward, 
Down-Forward, Down and 
Square+Circle.) If you did it correctly, 
you can play two frames of bowling, 
where you knock down worshippers! 
Falling Cows: In a two-player game, 
you must be on the Ruin’s stage and 
one player must be Chaos. When the 
timer is just about to run out, have 
Chaos perform a Fart of Fury (hold 
Triangle+Circle and then press Down, 
Forward, Up, Back.) If the green cloud 
is in the air when the timer reaches 
zero, Cows will fall instead of fireballs 
when the match goes into sudden 
death. Volleyball: Use two players. On 
Sauron’s Cove stage, draw out a wor- 
shipper by doing a combo, then hit the 
worshipper into the air toward your 
opponent. Volley them back and forth 
about eight times and you'll see a net 
and a referee appear for the game! 


Rise 2: Resurrection 
PlayStation/Acclaim 

Play As Vitriol 

When you're at the Selection Screen 
about to choose your robot fighter, 
take controller one and press Right, 
Right, Right, Up, Up, Down, Left, Left, 
Down, Down. The Boss, Vitriol, will 
suddenly become available. 


Robo Pit 

PlayStation/Kokopeli 

Stage Select 

Go to the Main Menu. Press and hold 
L1, L2, R1 and R2. While holding 


‘infinite eat P1 16092072 go = | 


Play Bonus Level 1609ea90 0909 


Low Gravity 160e007a 0024 
Mega Kick 160e007c 0000 


these, press Select. A message will 
appear in the upper-right corner with 
the stage number. Press Left or Right 
on the pad to get the stage you want. 


Robo Pit 

PlayStation/Kokopeli 

The following trick will allow you to 
play as Kokopeli. Just enter the pass- 
word:zl2r6nXXXY gnHXXXXffX3X3JAz 
mJZY XXII at the Password Screen and 
the hidden character will be added. 


Robo Pit 

PlayStation/Kokopeli 

Fight Zio Gigas 

This trick will put you in the number- 
one position in the tournament, allow- 
ing you to fight Zio Gigas. From the 
Menu Screen, move to the Password 
Option. Enter the password as shown 
with the upper- and lowercase letters: 
X9yl470MUGWNGXXkxX 
fPX3Xn3j)YWWWaxXxXdO. 

Once you do this, you will be upgrad- 
ed with the best equipment, and you 
will be able to access all of the differ- 
ent arms in the game. Fighting Zio 
Gigas is no easy task. 


Samural Shodown 3 
PlayStation/Sony Computer 
Entertainment 

Play as Boss 

Here’s a way to play as the hidden 
Boss, Zankuro! To select him, choose 
Vs. Mode and go to the Character 


GRALLENGER 
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Select Screen. Hold down the Start 
button and highlight the following char- 
acters in order: Start on Haohmaru 
and then go to Genjuro, Basara, 
Kyoshiro, Ukyo, Rimruru, Haohmaru, 
Shizmaru, Nakoruru, Hanzo, 
Amakusa, Gaira, Galford and then 
Shizmaru. Keep holding Start and 
then press X and Circle at the same 
time. Zankuro should then appear as 
a selectable character. Now you will 
be able to play as Zankuro. 


Soul Blade 

PlayStation/Namco 

Play as Soul Edge, New Outfits 

To play as the Boss, Soul Edge, you 
must beat the entire game on the 
default (normal) setting with every 
character. Now, go back into Arcade 


Ultimate Fighting Guide II 


-Mode and you will find the icon for 
Soul Edge in the middle of the other 
ones. Also, if you get all of Siegfried’s 
weapons in Edge Master Mode, they 
will have new alternate outfits. Just 
choose the alternate outfit as normal 
to access the new one. 


Star Gladiator 

PlayStation/Capcom 

Alter Ego trick 

On the Character Select Screen, hold 
Up on the controller to choose the 
alter ego of your character. 


Star Gladiator 

PlayStation/Capcom 

Head and Feet Code 

This code will allow your character 

to have a big head and big feet. After 
choosing your character, press and 
hold Right, Start, Circle and Square 
simultaneously. Hold them until the 
round begins and you'll get a strange 
character! Doing the same code, but 
holding Left instead, will give you a 
shrunken head. 


Star Gladiator 

PlayStation/Capcom 

Secret Characters 

Listed below is the method to access 
each of the three new characters 

that were previously unplayable. For 
Bilstein: At the Title Screen, press 
and hold Select while entering Arcade 
Mode. Keep holding Select, move 
onto Gore and press X, Circle, X, 
Circle, Square, Square, Square, 
Triangle, Triangle, Triangle, X+Circle. 
For Kappah: At the Title Screen, press 
and hold Select while entering Arcade 
Mode. Keep holding Select, move 
onto Hayato and press Circle, Square, 
Triangle, Square, X, Square, Triangle, 
Square, Circle, Square, X+Triangle. 
For Blood: At the Title Screen, press 
and hold Select while entering the 
Arcade Mode. Keep holding Select, 
move onto Bilstein and press X, 
Square, X, Square, X, Square, Right, 
Circle, Triangle, Circle, Triangle, 
Circle, Triangle, L1+R1. 


Star Gladiator 

PlayStation/Capcom 

Wall Option 

Complete the game on Level 4 difficul- 
ty or above. You'll receive the reward 
of a “Wall” Option. Find this and turn 
it on in the Options Screen. This will 
put an invisible wall around the arena. 
Larger hits will make you or your 
opponent fly farther, especially when 
hit out of the ring with a special move. 


Street Fighter Alpha 
PlayStation/Capcom 


Just go to the Character Select Screen, 
highlight the “?” and enter the following 
codes. For Akuma: Press and hold L2. 
Hit Left, Left, Left, Down, Down, Down 
and Square+Triangle. For Bison: Press 
and hold L2. Hit Left, Left, Down, 
Down, Left, Down, Down and 
Square+Triangle. For Dan: Press 

and hold L2, R2 and Select. Then hit 
Triangle, Square, X, Circle, Triangle. 
Note: When entering codes for the sec- 
ond player, change the Left to Right. 


Street Fighter Alpha 2 
Saturn/Capcom 

Super Akuma 

Highlight Akuma on the Player Select 
Screen. Hold Start and move Down, 
Down, Right, Down, Right, Down, 
Down, Down, Left, Down, Left, Down. 


Then press any Kick or Punch button 
and let go of Start. 


Street Fighter Alpha 2 
Saturn/Capcom 

Character Cheats 

At the Player Select Screen, do 
the codes as shown. For Evil Ryu: 
Highlight Ryu. Hold Start and move 


any Punch or Kick button and let go of 
Start. For Super Turbo Edition Chun- 
Li: Highlight Chun-Li. Hold Start for 
about five seconds then press any 
Kick or Punch button and let go of 


Start. For Champion Edition Dhalsim: 
Highlight Dhalsim. Hold Start and 
move Left, Down, Right, Up. Then 
press any Kick or Punch button and 
let go of Start. For Champion Edition 
Zangief: Highlight Zangief. Hold Start 
and move Down, Left, Left, Left, Left, 
Up, Up, Right, Right, Right, Right, 
Down. Then press any Kick or Punch 
button and let go of Start. 


Street Fighter Alpha 2 
Saturn/Capcom 

New Winning Poses 

To get Sakura to do some fancy victo- 
ry animations anytime you win, just do 
the following tricks. Little dance: Hold 
button B as soon as you win. Kick off 
shoe: Hold button A as soon as you 
win. They will work every time. 


Street Fighter Alpha 2 
Saturn/Capcom 

Rapid Fire Training 

Access the Training Mode and 

when you get to the Character Select 
Screen, press and hold the top R 
button+Start while you choose your 
character. Then let go and pick your 
computer opponent. When the match 
begins, you can hold any button that 
does a move and it will automatically 
be in Rapid Fire Mode! 


Tekken 2 

PlayStation/Namco 

Various Cheats 

Most of the following cheats require 
you to beat the game with all the 
Bosses, sub-Bosses selectable at 

the Character Selection Screen. To do 
this you must beat the game with each 
character then you’ll have that charac- 
ter’s sub-Boss selectable. After all 
sub-Bosses are selectable, beat the 
game with any character (except 

the sub-Bosses) without losing any 
rounds...and you'll get Kazuya. After 
Kazuya is selectable, beat the game 
with him without losing a round...and 
you'll get Devil/Angel. Note: Angel can 
be selected by choosing Devil with 

a Kick button. After Devil/Angel are 
selectable, you can then go for 
Roger/Alex. Start an Arcade Mode 
game and when you get to the third 
match, win the first round and lose 
the second. During the third round, 
beat your opponent down to five per- 
cent on their Health Bar then let your 
Opponent do the same to yours. 
Quickly finish off your opponent and 
you should hear, “GREAT.” The follow- 
ing fourth match should be against 
Roger or Alex. Beat whoever you fight 
to have both selectable. Note: Alex 
can be selected by choosing Roger 
with a Kick button. You might also 


want to save at this point on your 
memory card. Now that you have 

all the characters selectable at the 
Character Selection Screen, you 

can do the following tricks for various 
items. To get Kazuya’s purple suit: 
Select Kazuya with the Start button 
for his purple suit. For Big Head 
Mode: Hold the Select button after 
selecting your character until the fight 
begins. For Bigger Head Mode: After 
fighting with the Big Head Mode on, 
hold the Select button again before 
the next match begins for an even 
bigger head! For Wire Frame Fighting: 
Before selecting your character at the 
Character Selection Screen, make 
sure you hold L1 and L2 down. Keep 
holding these buttons down until the 
match begins. You should then appear 
as a green wire frame fighter. 


Tobal No. 1 

PlayStation/Squaresoft 

Camera View trick 

This trick will get you a different 
camera view for Tobal No. 1. At the 
Character Select Screen, press and 
hold L2 and R2 until the battle begins. 
Once you start the match, the camera 


view will change into a three-quarter 
perspective for the entire battle. This 
won't give you any advantage in the 
game other than a new way to view 

the action. 


Tobal No. 1 

PlayStation/Squaresoft 

Instant Death 

This little trick will instantly give 
Hom’s opponent a sweeping victory! 
To have Hom instantly lose a round 
in a match, enter the following code. 
While playing as Hom, press buttons: 
R1, R2, L1, L2, Triangle and Down 
simultaneously. This will make Hom 
press the deactivation button on his 
back, resulting in automatically losing 
the round. 


Ultimate Mortal Kombat 3 
Genesis/Williams Entertainment 
Level Select 

Go to the Press Start Screen and 
enter the code: B, A, Right, A, C, Up, 
Down, A. You should then be taken 
to the Main Screen. Press the Start 


Option and the Level Select will 
appear next. Choose whichever level 
you wish to play in and then begin. 


Ultimate Mortal Kombat 3 
Genesis/Williams Entertainment 
Three Secret Menus 

This trick will give you three secret 
menus with many cheats inside 

them. At the Title Screen (with Start 
Game/Options), quickly press A, C, 
Up, B, Up, B, A, Down. New menus 
will appear underneath the Options 
called Cheats, Secrets and Killer 
Codes. Under these menus, you 

will be able to access a sound test, 
increase your continues, play a hidden 
game and much more. You can even 
enable the Bosses so you can choose 
them at the Player Selection Screen. 
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Ultimate Mortal Kombat 3 
Saturn/Williams Entertainment 
Kombat Kodes 

Enter the following Kombat Kodes 
quickly at the Vs. Screen in a two- 
player match. The first three symbols 
must be entered with buttons A, Y and 
C on controller one, and the second 
three symbols must be entered with 
buttons A, Y and C on controller two. 
Press the button the number of times 
shown for each symbol. Skunky!! E.F.: 
122-221. Player one inflicts half dam- 
age: 390-000. Player two inflicts half 
damage: 000-390. Both players inflict 
half damage: 390-390. Combo System 
Disabled: 722-722. Super Run Jumps: 
321-789. Special Moves Disabled: 
555-556. Regenerating Power Bars: 
975-310. Real Kombat: 040-404. 
Super Endurance: 024-689. Throws 
Disabled: 100-100. Blocking Disabled: 
020-020. No Life Bars: 987-123. Half 
Energy for Player 1: 033-000. Half 
Energy for Player 2: 000-033. Classic 


Sub-Zero: 760-520. Mileena: 700-723. 
Ermac: 964-240. 


Ultimate Mortal Kombat 3 
Saturn/Williams Entertainment 
Human Smoke 

To play as Human Smoke, just follow 
these instructions. At the Player Select 
Screen, choose Smoke. Then, hold 
Left, HP, Block, HK and Run buttons, 
until the match begins. At the start 

of the match, Human Smoke will 
appear in place of Robo-Smoke, if 
the cheat was entered correctly. 
Human Smoke carries most of the 
Same moves as Scorpion. 


Ultimate Mortal Kombat 3 
Saturn/Williams Entertainment 

Cheat Menu 

At the Title Screen (with the skeletons 
in the background) press the buttons: 
C, R button, A, Z, Y, C, Y, R button, A 
and X. Then go to the Options Screen 
(the rotating cube) and hit Up. A “?” 
will appear as the new Option Menu. 
Enter this menu and you will be able 
to select various options like hidden 
characters, free play and more! 


Ultimate Mortal Kombat 3 
Saturn/Williams Entertainment 

Free Play 

At the Title Screen, take controller two 
and press Up, Up, Right, Right, Left, 
Left, Down, Down. You will hear, 
“Excellent!” The game will now be 

on Free Play Mode for both players! 


Ultimate Mortal Kombat 3 

Super NES/Williams Entertainment 
Endurance Match 

To get an eight-on-eight Endurance 
Match, get to the Main Menu of the 
game and highlight “Start.” Now 

hold the top L and R buttons and 

then press Start. A screen will appear 
with eight boxes on each side that 
allows two players to choose charac- 
ters from the game to fight in an 
all-out brawl. Now, here is a way 

to access a weird glitch within this 
mode. After you access this screen, 
do a Random Select (hold Up and 
press the Start button) and the com- 
puter will select the characters to 

put in the boxes. Now, if the computer 
selects an “E” as one of the charac- 
ters it will be a very glitchy version 

of Sheeva. When you get to fight this 
character in the Endurance match, all 
you will see is a few pixels of graphic 
data and the stage might act like it has 
a vertical hold problem. When fighting, 
your character might fall through the 
floor and appear in another part of 
the stage. At some point, the game 
may glitch out altogether, so use 


this code with caution! 


Ultimate Mortal Kombat 3 

Super NES/Williams Entertainment 
Enable Human Smoke 

To access Smoke, just follow these 
easy directions. At the Copyright 
Screen, press and hold Left and A. 
Release these buttons. Then when the 
“Williams” Screen appears, press and 
hold Right and B. Release these but- 
tons. Finally, when the screen with the 
quote, “There is no knowledge that is 
not power’ appears, press and hold X 
and Y. Then release these buttons. 

If Robo-Smoke appears at the Title 
Screen, you have done it correctly. 
Now, choose Robo-Smoke at the 
Player Select Screen. Right after this 
hold: Left, X, Y, L and R buttons until 
the match begins. For controller two 
press: Right, X, Y, L and R buttons. 

If done correctly, Robo-Smoke will 
immediately turn into Human Smoke 
and you will be able to play as him. 


Ultimate Mortal Kombat 3 

Super NES/Williams Entertainment 
Cheat Menus 

In order to enable these Cheat Menus, 
go to the Start/Options Screen and 
enter the following codes for each 
menu. For Kool Stuff enter: Right, Up, 
B, B, A, Down, Up, B, Down, Up, B. 
For Kooler Stuff enter: Up, B, A, Left, 
Down, Y. For Scott’s Stuff enter: B, A, 
Down, Down, Left, A, X, B, A, B, Y. For 
Sound Test enter: Left, Down, Y, Y. 


Virtua Fighter Kids 

Saturn/Sega 

Combo Master Mode 

Pick any character you want from 
the Player Select Screen. On the 
Sub-menu (with Normal and Kids 
Option), press Up 10 times. The 
words “Combo Master Mode’ will 


appear across the lower boxes. 


Virtua Fighter Kids 

Saturn/Sega 

Durals, Wire Frame, etc. 

These tricks will give you some incred- 
ible options to make Virtua Fighter 
Kids even more fun! Play As Dural: On 
the Character Selection Screen, high- 
light Akira and press Down, Up, Right, 


A+Left. Play As Gold Dural: On the 
Character Selection Screen, highlight 
Akira and press Down, Up, Left, 
A+Right. Play As Fish Head Dural: 
On the Character Selection Screen, 
input the Dural code then press and 
hold button C when you choose 
between Normal and Kids Mode. Wire 
Frame Mode: Hold the top L button 
while selecting a character and hold it 
until the match begins. You'll get a 
first-person Wire Frame Mode. Select 
Camera Angles: Choose Viewing 
Mode from the Mode Select Screen. 
While watching, press X to get a 
random angle. Then press any other 
button for more angles. 


Virtua Fighter 2 

Genesis/Sega 

Play As Dural 

This cheat will allow you to select 
Dural at the Player Select Screen. 
Just highlight Akira if using controller 
one or Jacky if using controller two. 
Then press Left and then Right on 
the D-pad. Repeat this a few times 
and Dural should then appear as a 
selectable character. 


Virtual On 

Saturn/Sega 

Various Cheats 

The following cheats once entered will 
gain access to various options, such 
as different camera views, mech color 
changes and more! To access these 
cheats, just enter the following. To 
Change the Mechs’ Colors: Press the 
Left Shift at the Main Options Screen 
when selecting the type of game you 
wish to play. To Select Jaguarandi: 
Press and hold Down at the Start 
Screen and hit both Shift keys. Now 
go to the Character Select and he will 
be selectable! To Change Camera 
Angles: During the game just press 
X+Y+Z at the same time. 

To Change Raiden/Temjin Mechs’ 
Colors: While at the Start Screen hold 
the Up button and press both Shift 
keys simultaneously. Then go to the 
Character Select Screen and you 
should notice the difference. 


Zero Divide 

PlayStation/Time Warner Interactive 
Hidden Game 

Just hold the Start and Select buttons 
on the second controller while the 
game is booting up. If done correctly, 
the words “Bonus Game’ should 
appear on the screen, and you will 
be able to begin playing the shooter 
game, Tiny Phalanx. 


The hand 
grips are nice 
= “to have, but hav- 

ing a recessed D-pad 
__ and only four front but- 
tons proves a pain with |. 


What 
We Like: 


some games. 


laying a top-notch fighter 
with a skunky controller is 
like getting blindfolded at a 
swimsuit convention—you get the 
nagging feeling that the whole 
experience could be much better. 

We feel your pain. That's why 
we ve compiled a list of fighting- 
game-dedicated controllers out on 
the market to compare their main 
strengths (and weaknesses). 

Use this list to find what pad 
or joystick best suits your needs: 
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What We Like: Following 
in the footsteps of the [a 
y Genesis, this pad is hands- 
down the best basic fighting 
game tool. Unlike the PS, it offers 
» the six-button front, so you don’t need 
the Shift buttons. And it’s far easier to 
grip than the N64 model. You may 
never need a joystick... 


a 


| frills. Arcade 
| feel. This is one | 
i | top-notch fight- 


& stick. 


key to the colors 


The fighting masters at EGM’ have wide-ranging tastes when it comes to fighting 
controllers. All the peripherals shown here get the job done, but some get more 
attention than others. Those in colored circles get praise for the following reasons: 


White: Good 
enough to get 
the job done 
for fighters. 


Cc) @ @ @ 


Yellow: Highly 
recommended 
by the fighting 
crew at EGM. 


Green: Most of 
the crew would 
recommend 
this controller. 


f What We Like: Hmm. While the 
F N64 controller is well-suited to action 
" games such as Super Mario 64, the 

J “stick isn't exactly heaven to use with 
! fighting games. The main problems with the 
N64 pad are the buttons—too small and close 
| together—and its larger bulk compared to the 
Super NES. Unfortunately, there aren’t many 


i options to choose from at this point... ib 


Red: Winner of 


the “looks-real- 


cool” fighting 
tool award. 


What We Like: Note 
Fy this joystick is one of the 
F few around to adopt the 
longer handgrip rather than 
the plain ball top. Those thick 
buttons can withstand a lot of abuse, 
to boot. And ASCII maintains this stick 
was built with Virtua Fighter in mind. 
Overall, an excellent peripheral. 


built joystick 


Blue: Offers a 
Special feature 
(Such aS move 
programming). 


Pr otner solidly 


with an eight- 
button layout. 


= 


What We Like: This is 

the closest you're going to 

_ find, so far, that resembles 

an arcade joystick. The stick 

can be screwed onto the D-pad, 

__ which is a tad loose, making double 

taps sometimes tough to do. It has a 

sturdy wide base to boot. It’s good, but 
Not a perfect fighting tool. 


What We Like: \ 
While a little more 
multipurpose than 
ASCII’s joystick—with 
“the Autofire buttons and 
all—Sega’s first-party joystick is 
certainly nothing to sneeze at. 
Bai big base is good for those 
WO rest palms while playing. 


What We Like: While not as 


super programmability is good for special 


physically durable as the Namco 
and ASCII joysticks, what makes 
this stick smart is that it also works 
with the Sega Saturn and Super NES. Its 


moves such as fireballs, but lacks the precise 
timing needed to program a full 10-hit combo 


in Tekken (maybe four or five hits, at best) 
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What We Like: Highly 
| regarded by our PC pals at 
Computer Gaming World, this 
‘PlayStation- -esque controller 
comes closest to emulating the 
console fighting-game experience. Plus, 
it's pretty responsive too. Only flaw: It 
doesn't offer a six-button front layout 


re such as Microsoft's Sidewinder. if 
. a 
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What We Like: For 
some, fighting-game-move 
_ programming is a godsend. 
For others (like most of the 

gurus here), it’s useless. But for 
those who must program, the pad can 
handle up to 50 steps, good for quick 
combos and fireball-type moves. The 

thick circular D-pad is also a plus. 


yy, aa it ne Ne 


Yo, 


What We Like: Is there no 
shortage of top joysticks for the 
Sega Saturn? One stick the fighting 
“gurus here swear by is the MAS 
Super Pro Stick, built to the same specs 
| | (and using similar microswitches) as those 

| | machines in the arcades. Special plugs adapt 
| | the stick to different systems (also available 


| at for Sony PlayStation and 16-Bit systems). 


What We Like: 
For those who want 
to look “cool” playing 
fighting games, no pad 
can top the Alps Gamepad. 
The larger grip isn’t friendly for 
keypad-type players, but the 
rubber coating reduces hand 
. \ slippage (for you sweathogs). 
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What We Like: While 
the 16-Bit era spawned 
many excellent fighting 
game controllers, it’s hard 
to find them on sale brand-new. 
One exception is this sturdy stick, 
which boasts a wide-apart six-button 
| layout and a compact footprint (also 
\ available for the Sega Genesis). 


The PlayStation 
version of the latest 
game in the Clay Fighter 
series is finally here. 
Using updated 32-Bit 
graphics and a large 
cast of fighters, this 
off-beat fighter stands 
to be the most bizarre 
title in the genre. 

The gameplay is 
similar to Street Fighter 
Il with most of the moves 
being rotations of the 
control pad. Look 
for plenty 
of hidden 
fighters 
and moves. 


This snotis “Way if ) _ Pies 
from) ine a” : _— ‘ ae 
gif] Hotel 
Of Clay 
PIGLET, 
EXUEINE? 
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Clay Fighter 63 1/3 for the Nintendo 
64 boasts some cool rotation effects that 
scroll differently from the PlayStation 

version. You can Sidestep in three 

% dimensions. This version has the ben- 
efit of antialiasing to smooth out the 
rough polygons. The fighters are slightly 
larger with more detail. The game is still 
early, but it shows promise. If you 
haven't had your daily intake 

of clay, you need CFE. 


Preliminary 
SPICES ON Ve: 


nace Fighniuing’g Guide * Screen shots taken from a preliminary version and are subject to change. 


FUTEUREOF FIGHTING Hotarubi 
Rapier High b,f+O 
Long Sword Mid b,f+O 
f,f+X 
f+T 
High _‘f,f,f+O % 
Mid 0,0,7.X [i 
‘Tatsumi : 
Rapier High b,f+O 
Naginata Mid f,f+T 
Hammer High f,f+T 
Low b,f+O 
Any f+R2,T | 
High b,f+0,0,0,0,0 = 
Mid 0O,O,T,X 
Low A 


Mikado 
Katana High  f,f+T,T,O 
Rapier High b,f+O 
Naginata High Ty Vike 
Mid f,f+T eS 
bf+O i 
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Like the warriors 
of the past, you must 
abide by certain 
codes of conduct. 
Your benefit for doing Es — 
So is an getting an Never hit one 


You may choose your 
fighter and his weapon. 


enhanced ending. on the ground. 
For example, do | 

not kill escaping foes 

or strike them while 

they talk to you. 

Doing so is dishonor- ae 

able, and you are Never hit a 


penalized for it. running foe. 
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Parrying and countering are 
essential for your health. 


Of Life & Death... iggeeeeeeeee 
Unlike all of the fighting 


games that proclaim to Xe 
use weapons, Bushido ’ . 
sh 


. Blade is the only one § ue = , 
= Naginata that seems authentic. 2 oi D,T+T.X,R1,X : 
» Hammer So much in fact, that — f+0,0,0 | 
) Nodachi most fights can be ended _—-You actually feel hits to Low bf+T.0.X.0 | 


with a single clean hit. certain body parts. 


» Long Sword Striking a foe in the leg 


b,f+O 


> Saber will cripple him/her, while High sf f4T 
oe hitting him/her in the arm | bi 
might render him/her Mid 1+0 
weaponless. Timing is b,f+0,O 
everything, as you must Low x,X 
pay Se Se Saber High _—‘f,£.f40 
as hit your ; ; 
opponent. One so hit is all it Mid 0,0,1,X 


takes to knock you out. =| Broad Sword High b,f+T 
oo Utsusemi 
= Katana High ib f+T 
t.f+T 
| Low f,f+X 
> Naginata Low b,f+O 
Nodachi High f,f+T 
Mid b,f+O 
b,f+O,O 
Low b,f+O 
b,f+T (x4) 
Kanuki 
Hammer Low b,f+O,T 
0;,0,0,0 
Broad Sword High f,f+X 
b,f+T 
Halak 4 
ff+X 


_ 


You ds not get any 
closer to the real thing. 
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The first game for SNK’s new arcade 
hardware will be Samurai Spirits 64 
(Samurai Shodown in the U.S.). Showing 
off the visual strengths of the 64-Bit sys- 
tem, the game has moved from the realm 
of two dimensions into that of 3-D. The 
game is still in development, but from the 
looks of things, it seems that many of the 
old fighters will be returning. It’s currently 
unknown how many characters there will 
be. Samurai Spirits 64 looks like an 
improvement on the series. 


wk re Te See : : a =e 
fay eo we iH See & ; 


: wok t q Sout ata 
. >, » . 4 2 < 4 ing x aes? Mase ne ath at saa 
ener he | os es ees Set ek We ee 


The gore-filled Mortal Kombat series returns with a fourth 
quarter-cruncher. It seems like the rumors of a 3-D MK are 
true, as these pictures confirm. MK4 uses Midway’s “Zeus” 
hardware that boasts characters of over 3,000 polygons. 
What that means is detailed characters that can have all 
sorts of effects happen to them. Ed Boon has stated that 
MK4 will have a lot more secrets than ever before, and a 
brand-new feature that’s even more dramatic than the Run 
button. We can only speculate on what he might be talking 
about. MK4 should be ready for the arcades in late summer. 


Raiden, the awe-inspiring 
thunder god, appears here 
amidst a heavy rain storm. 
The new hardware allows 
for new special effects. 


Lui Kang, Sonya and Sub- 
Zero stand solemnly await- 
ing the treacherous battles 
ahead. This looks like it’s 
part of the opening cinema. 
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* Screen shots taken from a preliminary version and subject to change. 


Hurricane Punch 
DOF BP 
Cyclone Kick 
DDB, BK 
Dragon Punch 
F, D, DE P 
Turning Kick 
B,.Ob, B..DF. Fi 
Super: Violent Dragon Punch 
0. DF..2, 0, DF, P 
Super Mode: 

Be bn bee ae 


Spinning Piledriver 
360-degree rotation, P 
Flying Power Bomb 
(far) 360-degree rotation, K 
Atomic Suplex 
360-degree rotation, K 
Banishing Punch 
F,.DE, Fi 
Super: Final Atomic Buster 
360-degree x2 rotation, P 
Super Mode: 
By yc tee e 


100-Foot Kick 
K repeatedly 
Spinning Bird Kick 
Charge B, F, K 
Bubble Punch 
Charge B, F, P 


Vertical Triple Kick 
Charge D, U, K 
Super: 1000 Burst Kick 
Charge B, F x2, K 
Super Mode: 
D..0;.0, U 


Thunderstorm 
P repeatedly 
Horizontal Roll 
Charge B, F, P 
Vertical Roll 
Charge D, U, K 
Back-Step Roll 
Charge B, F, K 
Super: Grand Shave Ball 
Charge B, F x2, P 
Super Mode: 
fd, Ee 


Hurricane Punch 
DDR A 
Fire Hurricane Punch 
B, DB, D, DF, F, P 
Cyclone Kick 
2. De, 8, & 

Dragon Punch 
r BUDE 
Super: Vacuum Hurricane Punch 
>, DE..F ¥2. F 
Super Mode: 

FF, FB 


100 -Hand Slap 
P repeatedly 
Sumo Head Ram 
Charge B, F, P 
Ohicho Body Throw 
r, OF 0, OB BF 
Super Sumo Press 
Charge D, U, K 
Super: Killer Head Ram 
Charge B, F x2, P 
Super Mode: 
UW, B 


Barcelona Attack 
charge D, U K then P 
Inza Drop 
charge D, U K then F P 
Rolling Crystal Flash 
Charge B, F, P 
Flip Kick 
Charge DB, F, K 
Super: Rolling Inza Drop 
charge D6B,DF,DB,UF, K, F,P 
Super Mode: 

5, FFB 


Dashing Straight Punch 
Charge B, F, P 
Dashing Uppercut 
Charge B, F, K 
Turn Punch/Final Punch 
Hold P for more power 
Shoulder Dash 
Charge D, U, P 
Super: Super Dashing Uppercut 
Charge B, F x2, P 
Super Mode: 

FB. 3, F 


* Moves subject to change 


Flash Kick 
Charge D, U, K 


Sonic Boom 
Charge B, F, P 
Super: Double Flash Kick 
Charge DB, DF, DB, FU, K 
Super Mode: 

LD. oo 


Yoga Fire 
D,0F, hr 
Yoga Flame 
B,. OG, 2.0 FF 
Yoga Blast 
6,06, 0, OF. FR 
Yoga Teleport 
FD, OR. Pork 
Super: Yoga Inferno 
B, DB, D, DF F X2,P 
Super Mode: 
rye 


Tiger Shot 
Ir. Fe 
Grand Tiger Shot 
bat oe oe 
Tiger Knee 
DF, F, UF, fh 
Tiger Uppercut 
F, D, DF, F 
Super: Tiger Genocide 
360-degree x2 rotation, P 
Super Mode: 

Ly. 1. Wh Ad 


Psycho Crusher 
Charge B, F, P 
Double Knee Press 
Charge B, F, K 
Head Press 
Charge D, U, K 
Devil Reverse 
Charge D, U, P then P 
Super: Knee Press Nightmare 
Charge B, F x2, K 
Super Mode: 
B,D. B 


Capcom has announced that 
they will be releasing a two-disc 
compilation for the PlayStation 
and Saturn. Three different ver- 
sions of Super Street Fighter II 
will be available to play including 
a version of SSFIl that has never 
before been on these shores. 


Air Slasher 
Charge B, F, P 
Rolling Hook Kick 
Charge B, F, K 
Rapid Fire Uppercut 
Charge D, U, P 
Jack Knife Maximum 
Charge D, U, K 
Super: Carnival Hook Kick 
Charge B, F x2, K 
Super Mode: 

Ly UJ 


Spinning Knuckle 
B, DB; F. P 
Spiral Arrow 
D, DOF, FF 
Cannon Spike 
F, D..DE is 
Hooligan Combos 
a, OE, DOF &, Ue. 
Super: Spin Dive Smasher 
D. DEF, ODF? 
Super Mode: 

Ui. 4. DD 


Blazing Flame Punch 
D, DF, F, P (repeat three time) 
Fire-Fury Kick 
BO, 0B. % 
Beating Flash Kick 
5, Uo, 2, DEAR UE 


Super: Grand Blazing Flame Punch 
D, DF, Px, P 
Super Mode: 
B, BFF 


Condor Dive 
P in the air 
Skull Buster 
FD, DF, P 
Mexican Typhoon 
360-degree rotation, P 


Super: Double Typhoon 
360-degree rotation x2, P 
Super Mode: 


— as = — a — 


1) Pick up items for some 
simple weapons. 

2) Certain moves in your 

fighting repertoire can hit 
multiple enemies. 

3) The four fighters each 

have a variety of jumping 
attacks at their disposal. 


Midway’s planning on making Bio Freaks 
one of their biggest titles this year. 


You’re probably wondering why a 
side-scrolling, beat-’em-up type of 
game is in a fighting book, but rest 
assured it’s for a good reason. The 
folks at Eidos (of Tomb Raider fame) 
are trying to redefine the genre by giv- 
ing each of the four playable characters 
over 50 moves each, with special 
moves and all. Now do you 


picture? Fighting Force is 10 levels 
large, with a totally non-linear path. You 
choose where you go. Even better yet, 
almost anything can be used as a 
weapon. Fire extinguishers, railing 
poles—anything you can get your 
hands on. Overall, this game looks real- 
ly promising. While not a true fighting 
game, it shares many similarities. 


This three-dimensional fighter certainly has 
some unusual combatants to choose from. 


* Screen shots taken from a preliminary version and subject to change. 


Tobal 2 is Square’s follow-up players projectile moves like 
to their highly acclaimed fight- fireballs. All sorts of enemies 


er. One of the aspects that will be there for you to fight. 

made the original Tobal so Look for a Final Fantasy 

cool were the RPG elements. Chocobo hidden somewhere. 

Tobal 2 capitalizes on that The graphics of Tobal 2 look 

with more adventure than smoother and have better F _ gies == OU 
ever. But don’t worry, Tobal texture mapping and shading. [ii [i sa es aS 

still has the fighting. In fact, fyuejychi:ian, St _————<——<————<—... i 7 

the engine has been then this sequel is certainly Giant dragons and other bestial enemies will force you to try 
improved upon by giving worth checking out. 


out different fighting styles. Can you out-punch a giant lizard? 


One of the biggest complaints that players had about the first Tobal game was that there were no 
projectile attacks. Well, this one has fixed that with plenty of powerful pyrotechnics to throw. 


SNEAK PREVIEW: Marvel Super Heroes vs. Street Fighter 
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Here’s a last-minute item for with some new effects. For 
your eyes only. Marvel Super example, when a Super 
Heroes vs. Street Fighter is attack is done, an anime-style 
no longer just a rumor. Here picture will Superimpose over 
are a few screen shots to your fighter. It is still really 
convince your skeptical minds early, but you can be sure 

a little. The engine is similar that Capcom will polish it up 
to X-Men vs. Street Fighter, in a few months. 
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FUTURE OF FIGHTING | 
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The game itself is a fast-paced, 
intensely competitive two-player battle 
to the death. However, each player 
commands power and destruction far 
beyond punching, kicking and the 
occasional fireball. Instead, the player 
chooses one of seven mages who all 
have the power to raise armies of 
monsters against their opponents and 
lash each other with bolts of magical 
destruction—while fighting to keep 
themselves alive. 

The controls are straightforward: Each 
player has a trackball and three buttons. 
Rolling the trackball moves your mage's 
focus about the playfield. Like a mouse 
pointer or a laser gunsight, it provides the 
target for your forces of destruction. 

Pressing “Creature” causes your mage 
to throw a monster egg, or “zygote,” 
toward your focus. That zygote will hatch 
into a monster, which moves to attack 
your opponent. If you throw many zygotes 
at the same place, they will join together 
and morph into a larger monster. Each 
mage has four different 
monsters to summon— 
each bigger, smarter and , 
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tougher than the last and all with 
their own distinct personality and 
patterns of attack. By moving the focus 
and throwing zygotes, players completely 
control where and when monsters are 
created, and how large they are. 

Pressing “Blast” fires a burst of magical 
energy toward your focus, which will 
damage or kill anything in its way— 
you can defend yourself against your 
opponent's creatures, or damage your 
Opponent directly. 

Pressing “Teleport” will magically 
transport your mage to the power point 
nearest his focus, giving you a chance 
to escape if your mage Is threatened. 
Each battleground has at least five 
power points, so players can fight in 
close or engage at a distance, depending 
on their strategy. 

Unlike most fighting games, 
Armageddon has no rounds. Instead, 
the first player to have his mage battered, 
flamed, hacked, eaten or blasted to death 
loses. This creates far more tension than 
in a conventional fighting game and 
requires blazing speed, precision and 
reflexes to win consistently. 


DAROWIARE 


Armageddon runs on Acclaim’s 
proprietary Epidemic game system. 
Epidemic is built around the Typhoid main 
board, Pink Eye video board and Mad Cow 
sound board. Armageddon contains over 
15,000 frames of animation and about 600 
megabytes of graphical data, which 
Typhoid and Pink Eye together can 
randomly access and draw at nearly 100 
megapixels per second. With full Z- and 
W-buffering, alpha channel, lighting, shad- 
ing, fog, bilinear filtering, hi-res 640x480 
display with over 65,000 colors and 66 
watts of 14-channel sound, Epidemic has 
performance unmatched in the arcade! 


a 


Luna is about to get bitten by a phalanx of Emberec’s spiders. 


STRATEGY 


Players won't master Armageddon by memorizing patterns or 
combinations; the speed and fluidity of the game ensure that there is 
no single “right move” for any situation. Instead, would-be Armageddon 
masters must know the strengths and weaknesses of their mage and 
the creatures he commands. They must know their opponent’s mage 
and creatures and learn to exploit the weaknesses and habits of their 
opponent's strategy, and quickly seize any opportunity. 

Fans of the “Magic: the Gathering” card game, on which Armageddon 
is loosely based, will recognize some familiar monsters and strategies, 
but players don’t need to know anything about the card game to enjoy 
and master the arcade game. 


SFIll was a 
disappointment 
for some, anda 
long-lost brother of 
an old friend for — 


others. No matter © ae = 
what your opinion — ‘ ge ns oe as a 
is about the game, _ Super bar at the bottom o 
= it’ gti — the Screen that fills up as 


you attack. Street Fighter 


pauses, then hits), the 

game pauses all right, then @ 
you are able to quickly j 
move and juggle your 
opponent. In some cases, 
you can even link Super 

arts. You could do this in ~ 
Alpha, however since this 
game relies quite a bit 


characters 
Lae “| can parry 
AA al attacks. 
, Close to 
an Alpha 
Counter, 
but without the automatic 
hit, a parry is one of your 
most deadly weapons in 
SFIll. It is accomplished by 
pressing Forward or Down 
at the exact moment of an 


opponent's hit. It does take 


practice to learn the timing. 
All attacks can be parried 
and parrying doesn’t take 
block damage for any 
moves it blocks. Right after 
parrying, you can do any 
move of your choice— 
HOWEVER, remember that 
(duh) some moves take 


longer to do than others 


and your main goal is to 
take your opponent by sur- 
prise while you have the 
chance. Note: Low attacks 


Street Fighter Il 


of NY 


pe 
; ‘. 
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Street Fighter III 


of any SF yet by far! 


Street Fighter Alpha 


It has the most animation 


are parried by hitting Down. 
You can also parry in the 
air and land in different 
places, depending on if you 
press Down or Forward. 
3 ee ee 


ttt 
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Tap Forward to parry 
a head-on assault. 


stb 


Tap Down to parry 
a low attack. 


Meese ee | Se = ae 


the best © 
fighting — 
engine there is. 
This guide will 
help you play it 
| better! 
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has had that since Turbo. 
However, in the Alpha 
series, they set the-prece- 
dent of two or three Supers 
per person done by differ- 
ent controller movements. 
Well, perhaps to have more 
of an original SF feel, each 
person can choose one 

of three “Super arts” they 
Can use during a match. 
Punches, kicks, special 
moves and parrying all fill 


"your Super meter, as well 


as getting hit and blocking. 


» Jabs and short kicks do not 
_ fill your Super meter. The 
_ size of the meter and how 


many Super arts you can 


© store up vary depending on 
_ the character and which 


Super art you have select- 


4 ed. The world no longer 


“comes to a halt” when 
you do a Super art (as in 


_ previous SFs when you do 


ha Super and the game 


Maiti 


4 . > =. “a9 as nig 


more on juggles, you are 
able to knock the tar out of 
your opponent. Generally, 
the longer the meter, the 
stronger the Super art—but | 
not always. One of the 
most popular Super arts 
(and subsequently most 
powerful if it hits) is Oro’s 
“Booger.” You are capable 
of tossing three of these at 
a time, and a la Guile, 
follow them in and attack 
along with them. The 
“Booger’ by itself does not 
do that much damage, but 
three of them plus your 
attacks are more than 
enough to flatten your 
Opponent (or atleasthis §& 
resolve). Other Super arts @ 
can give more damage the 
more you hit the button. 
This is also a departure 
from the other games in the 
series, and will give you 


several more hits! 
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: The best way to build your Super meter (besides 


kicking the tar out of your opponent) are the Fierce and 


You can two-in-one Sean’s 
Low Forward & Dragon! 
Two-in-ones are accom- 

plished by doing a regular 

punch or kick, and while 
performing the move, 

Starting the next move. 

For example, Ryu can 

two-in-one a Ducking 

Kick into a fireball. To do 

this, press Down on the 

joystick and press Kick, 
then as you are pressing 

Kick, roll the joystick for- 

ward and press Punch. 

His fireball will come out 

immediately after the kick, 

faster than it ever could 
have normally. 


= 
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Two-in-one Alex’s Forward 
and Power Bomb as well! 


» | Just when 
you think 
you have 
won...all of 
his energy 
is back! 


Gill is a pretty weak Boss 
considering SFIll was one of 
the most-anticipated games 
of the year. He looks like he 

belongs in the DarkStalkers 
: universe, and he certainly 

- isn’t up to par with the likes 
of M.Bison and Akuma. 

_ There is only one main 

_ problem: However unrealistic 
_ the Street Fighter universe 

_ was, it was rooted in some 

~ realism: An evil despot who 

_ ruled a faraway land wants 


nos F..) In Street 

: Fighter 

aS Bh Alpha, there 
were combo 
we. linkers. 

=| They are 
two-in-ones 


EL 


al, with no skill 


” 
» 


_ . involved, 
=~ just button 
tapping 
m= (€.9g., Rose’s 
Short, 
Forward, 
Round- 
house). 
Street 
§ Fighter II 
has them as 
well, though 
a they are not 
nearly as 
~) easy to do 
-) as they 
sae 4) were in 
eee Alpha. The 
timing is a 
Swag little further 
apart, but 
= you can 
= } link buttons 
with some 
: characters. 


Not all characters have 
them, but Ibuki does! 


If you throw a fireball, he 
throws a better one! 


to rule the world; not some 
mutant who has control over 
fire and ice and screams “! AM 
YOUR GOD!” Maybe after 
some time a story will be 
revealed that makes sense. 
Enough Gill bashing. To fight 
him, be patient and stay in 
close. Block his moves and 
counter. Avoid using projectiles 
as he will counter with his own 
and his will absorb yours and 
still hit you. He is most vulner- 
able after having his Dash 


Immediately 
=. _| after doing a 
=| move, doa 
| Super for a 
—= “ cool result! 
A character can interrupt 
a special move with his/her 
Super art. For example, 
Ken can do a Dragon 
Punch and immediately 
chain it into his Super art 
as the Dragon Punch is 
connecting. This takes 
practice, but once mas- 
tered, it opens the door 
for devastating combos. 
The best part is that your 


Saum: Meer 
Fr Each char- 
==} acter has a 
- == | Stun meter 
under his/ 
her life bar. 
This fills up as the character 
is hit and decreases when 
he/she is not being attacked. 
When the bar is filled, the 
character is stunned. Just as 
with all the Street Fighters, 
the fastest way to bust out of 
the stun is to jag on the but- 


attack blocked. Counter it with 
two-in-ones or Chain combos. 
Wait for your opportunity and 
link your Super art into a 
combo. Watch out for his 
Super art, Resurrection—it 
makes him the threat he is. In 
fact, it makes him near impos- 
sible to defeat. Toward the end 
of the match, just when you 
think you've defeated him, he 
jumps up and gets back all of 
his energy! Stay close to him 


and the power to resurrect! 
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opponent will never sus- 
pect a Super art so soon. 


Super cancels are a great 
way to surprise opponents. 


The timing takes practice, 
but is more than possible. 


tons. One of the coolest 
things in SFIll is using the 
stun to your advantage: That 
is, pummel your opponent 
until he’s stunned (before he 
can do anything), and then 
Super art or pummel him 
some more! 


Use combos that stun so 
you can do it again! 


and stay on him so he doesn’t 
get a chance to fill his super 
meter, much less pull it off. 


If you don’t want to see this, 
stay on top of him! 


mae) a a ae — = 
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Try to cas ner at a nce 
tance with fireballs, she % 
has to be up close to get 

you with her powerful low 

attacks. Don't let her heal! 


tay close to her to 
avoid her Air Knives. Try 
to two-in-one fireballs into 
Low Kick attacks as she can 
block sweeps and counter easily. 


Pe PRS Fe 


mae" Ryu has the same style 
t as Ken, but Ken’s faster 
and has more kicks. Try 
to trick Ken into doing fireballs 
and Super Jump to attack. 


Beware of Yun/Yang’s 
Senkyu-tai, it goes under 
fireballs. Their Low Fierce 
Kick is fast and hard to avoid. 


V5.5 Sean 


Sean is a lot like Dan 

from Alpha. Don't rely too 
much on fireballs as he 
can flip over them nail you. His 
attacks leave him vulnerable. 


Vs.0LO 


Try to stay close and 
put the pressure on 
him with low attacks so 
he can't charge his moves. 


slow fireballs. If he 

. jumps over or Torpedoes, 
Jab peat him. Beware of stretch- 
ing limbs! 


Vs. Dudley 


a - Throw fireballs at him 
. ae because he has to get in 
close to attack. Beware of 
his Dashing Punches. His size 
makes cross-ups easy. 


Vs.Alex 


Try to trick Alex into 
jumping at you then 
uppercut him. He has an 

extremely long range with 
kicks, SO watch it! 


Ryu does play basically the 
same as he always has, 
therefore mastering your 
opponents with him should 
be no different than in any 
other Street Fighter game. 


COMBO CLASS 


STANDING Fp—> RK (FILLS STUN METER — 
|_» FIREBALL 


DUCKING FK—> FLREBALL—> SHIN (HORYU-KEN 


—_ FK-> TOUDAN-GOKUTOU-GERL 


ive FLREBALL 


DUCKING FK——> FP 
|__» HURRICANE KICK 


TUMPING FP 


TUMPING RK 


> pucksn FE-P> FEREGALL—t> SHEN GHORYU-KEN 


SPECIAL MOVES: 


Fireball: D, DF, F + punch 

Uppercut: F, D, DF+ punch 

Hurricane Kick: D, DB, B+ kick i 
Joudan-Sokutou-Geri: B, DB, D, DF, F+ kick® 
Overhead Hit: F+ medium punch ¢@ 


Ryu’s special moves have 
not changed much, except 
for a missing Air Hurricane 
Kick. His Ground Hurricane 
does seem to have a bit of 
a longer range though, as 
well as his Overhead hit. It 
does seem easier to two-in- 
one his specials. 


“Ryu’s fireball still has the 
same range it always has. 
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Shinkuu Hadeian: 
D, DF, F x2 punch 
Shin Shoryu-ken: 
D, DF, F x2 punch 


Dejin Hadoken: 
D, DF, F x2 punch 
Ryu has three supers, but the 
only one worth using is the Shin 
Shoryu-ken. It does about 50 
percent damage. You can also hit your opponent as he/she is falling 
from a Super. His Fireball Charge Super is unblockable and dizzies. 


Ryu doesn't really have a specific pop-up move, but he can still 


aye fel * aaa 
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pop you up and Super you! 


a 


moves into specials. He can do a 
# Ducking Kick and two-in-one into a 
8 fireball or uppercut. 


| The 

| wandering warrior is 
| still on a quest for 
true strength. Ryu is 
honorable and 
always cares about 
» his opponents’ well- 
| being, but he never 
holds back in battle. 
Ryu’s karate style is 
solid and intense, 
unlike his friend and 
rival Ken’s style, 
which Is flashy. 
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RENA 
FIGHTERS. 


Eight real athletes, each with their . 
own fighting style Available 


Stunning 3-D and 2-D arenas Now for 
Four fighting modes: One Player, VS, Playstation! 


Tournament, and Team Battle 


Sanctioned by K-I, the official international 
tournament fighting organization 


FYELST 


BLACK BELT. 


a 


PlayStation 


Visit your local retailer or call +- 818-879-5728 for orders only 


© 1997 XING/TeHQ, Inc. PlayStation and 
PlayStation logos are trademarks of Sony www.thg.com For game tips on our products, call -900 -370) -H| NT 
pn ny ania TsHO, Inc. S016 North Parkway Calabasas, Suite 100 $.95/min. (automated) © $1.25/min. (live Sam-Spm PST) 


CONTENT RATED BY i reserved. Sega and Sega Saturn are sas 
ESRB “| trademarks of Sega Enterprises, Ltd. Calabasas, CA 91302 Must be 18 years of age or have parental permission. Touch-tone phone required. 
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avoid her air knives. Try 

to two-in-one fireballs into 
Low Kick attacks as she 

can block sweeps and counter easily. 


Vs.xVU 


Ryu has the same style 


ite as Ken, but Ken’s faster 
and has more kicks. Try 
to trick Ryu into doing fireballs 
and Super Jump to attack. 


At far distance, throw 
slow fireballs. If he 
jumps over or 
Torpedoes, Jab Uppercut 
him.Beware of stretching limbs! 


Vs.Dudley 


Throw fireballs at him 
because he has to get in 
close to attack. Beware 
of his Dashing Punches. 
His size makes cross-ups easy. 


Vs5.Alex 


Try to trick Alex into 
jumping at you then 
uppercut him. He has an 
extremely long range with 
kicks, So watch it! 


rm | 


GTANDING §p—> FP — > UpPERCUT/W FP 1 RY US XN 
§p UppERCUT : : Ken is both Ryu’s 
JUMPING FK->¢TANDING $9 —> FP—P-FIREBALL/W Fp g frend and rival. They 


DUCKING FK—>§p UppERCUT—>(HINRYU-KEN 


TUMPING F 


TUMPING < 


$9 >> Fp — HURRICANE KICK 


DUCKING FK— > GHINRYU-KEN Ken’s style is seemingly reckless but 
- never to be underestimated. 


Try and keep her at a 


DUCKING FK—> FIREBALL/W FP c F agreed to honor 


SPECIAL MOVES: 


Fireball: D, DF, F + punch 
Uppercut: F, D, DF+ punch 
Hurricane Kick: D, DB, B+ kick 
Overhead Hit: F+ medium punch? 


Ken’s moves are the same as 
they've always been. His 
Hurricane, like Ryu’s, seems 
to have a bit longer range. 
His jab and Medium Punch 
Dragon Punches seem to be 
quite a bit more vertical, but 
his fierce has quite a wide 
Ponienye ae aaa , range and is still flaming. It 


Ken’s Dragan Punch doesn’t seems he’s a bit weaker in 
have the range it use to. SFIll to make up for familiarity. 


distance with fireballs... 


she has to be up close to ‘ 

get you with her powerful Shoryureppa: 

low attacks. Don’t let her heal! D, DF, F x2 punch 
Shinryu-ken: 


D, DF, F x2 kick 
Shippu-Jinrai-Kyaku: 
D, DF, F kick 

under fireballs. Their Ken has three Super moves, 
Low Fierce Kick is fast and . 
hard to.eunie, but the only one worth using 
is the Shinryu-ken. It does 
about 40 percent damage and even more when done ina 
combo. It’s also easy to get off is someone jumps at you. 


Beware of Yun/Yang’s 
Senkyu-tai, it goes 


V5—S pet Chas 


Sean is a lot like Dan wer 
from Alpha. Don’t rely .. \ 
too much on fireballs as . 
he can flip over them nail 

you. His attacks leave him vulnerable. 


Vs a OX 0 


Try to stay close and i : : —* f | shi! 
a the pressure on Ge, ' ~~ : 
im with low attacks, Like Ryu, he doesn’t have a specific pop-up move, but he can 


so he can’t charge vn 
his moves. g still juggle off of specials and Supers. 


Ken is obviously very ———— _ J hy’ TO= LY | n=Ones 
similar to Ryu, however he -.. - ae 


‘ r _ Ken can two-in-one basic moves 
is faster and has a bit i! = 2-4 into specials. He can do a 

more of an advantage — eS SS & % Ducking Kick and two-in-one into 
ageiieEappanenis. == eye a fireball or uppercut. 


trained under the 
Same master. Now 
tied down to domes 
tic life, Ken has 


his wife Eliza’s kA 
request not to enter ™, 
a martial arts tourna- — 
ment unless Ryu also participates. 


__ |buki is probably 

_ the strongest play- 
\ erin the game. 
‘She has many fast 
_ attacks and Chain 
_ combos. She can 
also dizzy you with 
— ease. Her Supers 
don't do much damage but fill up fast, and 
she can store up to three at once. She’s 
definitely one of the most popular of the 
next generation. 
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V5.$8an 
Fight like Ken and 
Ryu: Stay on the 


ROene up-close 
attacker. Stick and 
move, don’t let him throw! 


move. Nickel-and-dime! 


Vs.Fuena 


Got some massive 
Kick combos up 


Avoid rereuiles 
and kicks. Throw 
knives, nickel-and-dime energy! 


close, so keep a distance. 


Jump in and 
combo. Keep him 
on the ground if possible. 


Ba) Avoid his long 
Nee range...super jump 
in and out to attack. 


Vs-0LoO 
Oro can knock you 


out of the air at will, 
so dash in and combo! 


Vs.Dudley 


Stay away since 
he can only attack 
up close. 


Stay on the offensive when fighting anyone. Throw daggers in the air 
then get close and do one of her many Chain combos. She can easily 
avoid Ken and Ryu’s fireballs in the air and can also throw her dagger 
after her head stomp move, making her practically untouchable. Avoid 
using her Super Art where she throws the daggers in the air as the 
other ones do far more damage and can be done in combos. 


‘COMBO CLASS 


| STANDING §9 —> RK 


WLEN 
STANDING (K—> FK——>> RK 
WALE THROW 
RK 


TUMPING FK—> (K—> FK—>_ HIEN 
—- TSUMUTL 


TUMPING FO—>(K— FK— HAGHIN-§(HO—> HLEN 
TUMPING FK 


| Kunai Dagger: D, DF, F creh (in air) 


Ibuki’s kick is not unlike Fei 
Long’s Dragon Kick! 


MAGTERING & 


Kubiori:B, DB, D, DF, F, punch 
Raida: D, DB, B kick 
Hien: F, DF, F kick 
Tsumuji:D, DB, B kick 
Half Throw: D, DB, B punch 
Kezekiri:B, D, DB kick 


lbuki’s really strong for a 
young school girl. Several of 
her special attacks will flatten 
anyone in the game. Add this 
to her agility and you have 
the biggest pain in the butt in 
SFIll. Mastering two-in-ones 
to her specials will really help 
you as well. 


Yoroi- Doushi: 
D, DF, F, D, DF, F punch 
Kasumi-Suzaku: 
D, DF, F, D, DF, F punch (in air) 
Hashin-sho: 

D, DF, F, D, DF, F kick 
lbuki’s Super arts are not 
extremely powerful, but 
they have several hits to 
them. The best advice is to special into the Supers to get 
the most damage possible. 


Juggling all tne 


Wa Yeux 
aes ys 


Smee 


You can pop-up sepanante with several of her specials, and 
into that add a Super art—mega damage! 


Tworin=oOnes 
She is able to two-in-one 
from a Medium Kick right 
into her Hien move. 


| She’s a Japanese high 

| school student from a small 
© village who has studied the 
_ art of ninja all her life. She is 
| easy-going but very deter- 
_ mined. She combines her 
' ninja style with ancient 
Japanese martial arts. She is 
adept at finding her oppo- 
nent’s weak point. This makes 
her one of the most dangerous 
opponents you will face. 


’ Shs TA” ’ 4 
MASTERING THE MON | NS} 


SPECIAL MOVES: 
Flash Chop: D, DF, F punch 
Power Bomb:F, DF, D, DB, B punch 
Knee Strike: F, D, DF kick 
Air Stampede: hold D 1 sec up+kick 
Head-butt:B+Fierce punch 
Rising Shoulder: D+ Fierce punch 


Alex isa bit slau because of 
his size, however, this makes 
him far from useless. He has 
several different throws, air 
attacks and kicks. His range 
of moves leaves a little to be 
desired, but he has a long 


Alex’s Rising Shoulder i is one * range in his attacks and his | 
the few pop-ups he has! Supers do mega damage. 


V5.0L0O 


Try to push her Avoid jumping. 
into the corner so Once again push 
you can throw her. him into the corner and attack! Hyper Bomb: 
360° + punch 
Boomerang Raid: 
D, DF, F x2 punch 
Stun-Gun-Head-butt: 
D, DF, F x2 punch 


itt, il a 
GQ a Vs.Ken/ RVG 


+. #) Hop over projec- You're both close 
i tiles or block attackers, so block 
attacks and throw. what you can and throw. 


“4 really powerful. His Back 

Breaker Super can do 25 

gt percent damage, and his 

‘ other Supers are just as 

== damaging. Once again, link 
<= his specials to Supers. 


M Punch his extend- Yang has a lot of 
ed arm for damage _ hop attacks, making 
then grapple! him easy to grapple. 


Vs Dudley Vs.Sean 


"7? Block conserva- If he dashes, 
tively, then stomp stomp him. Block all 
him or throw. other attacks and throw. 


Alex's Power Bomb can't be blocked to parried, only countered as he is 
attempting to do it. Master this move and you are powerful up close. His fi 7 
Air Stampede gets over fireballs with no problem. The Hyper Bomb is the Alex’s Knee strike is a good pop-up you can either use in a 
strongest Super as the same rules apply to it as to the Power Bomb. combo or do a Super after. 

Unfortunately, Alex is mainly a one-hit fighters, with almost no combos. 


ie von. 9 Pie Te? 
an t WOR UN=Ones AT Ry 
3 ‘ , a * 
» Alex can two in one a Cadac e eo. 
& Medium Kick into a Flash ‘Givelelell yan. 
ys 4 ) a erica ** < 
pay Chop with a jab or a Medium aes “ 
“Kick into a power bomb. He’s a tough guy from 


Manhattan. Alex left 
» home at a young age 


COMBO CLASS ered US solder 


| and friend of the fam- 
STANDING FK—> FLASH CHOP/W TP lly. Alex now fights to 
| avenge Tom's defeat, 

| | atthe hands ofa { 

TUMPING FK—> §p—P FLASH CHOP/ TP | |__| mysterious man. Alex \\ 
| s big, buffed and \ 

FK—> FLASH CHOp/ Tp —> HYPER BOMB =| ET femme meletcto 


down he’s a nice guy. 
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You have the POWER. In this contest you don't rely on the luck-of-the Media Rig Contest. The Ultimate Gaming Environment, 60 inch monitor, 
draw. You determine if you win or not. You win by outscoring others ina game of 130 watt receiver w/ Dolby Digital Surround Sound, and all components shown. 
skill. Can you solve the puzzle below? Then you have what it takes. It looks simple, Win DSS Satellite Receiver as a BONUS OPTION! This rig will blow you away!! 

but it's only the start. Each of five more puzzles get a little harder. But this time it’s all We're tallian’ GAMING HEAVEN! 


up to you. Stay in to the end with the highest score and the gear is yours. ». _.. ai pace ase : 
, : : 9 sal Directions. Fill in the Mystery Word Grid with words going across that spell 
With whatever options you want. Do you have what it takes? Then play to win! out the Mystery Word down the side. Hint: use the Mystery Word Clue. P 


Computer Contest. Win a blazing fast computer with 200 Mhz MMX In the future. There will be four more . 
oes : . puzzles at $2.00 each and one tie- 
Pentium, 24 meg. RAM, 4 Gig. HD, 8X CD-ROM, Windows 95, modem and more! breaker at $1.00 which will be sent to you by mail. You will have 3 weeks to solve 


Video Game Contest. Play on the hi-tech inal with this line-up: each puzzle. We don't know how many will play but typically 55% will have the 
Sony Playstation w/ ASCII control pads; Sega Saturn; Game Boy Pocket; and highest score possible score to Phase 1, 43% to Phase II, 36% to Phase Ill, and 32% 
Nintendo 64! Get all four or trade the ones you don't want for CASH! Bonus options _ to Phase IV. The tie-breaker determines the winner. If players are still tied they will 
include: 33 inch monitor, $1,000 in games, cash, accessories and more! split the value of the grand prize they are playing for. 


ENTER ME TODAY, HERE’S MY ENTRY FEE: 
|_| ($3.00) Video Game Contest 

|_| ($3.00) Media Rig Contest 

|_| ($3.00) Computer Contest 

|_] ($5.00) SPECIAL! Enter them all (SAVE $4.00) 


Name 


TVW ONY dI19 


Address 


City State Zip 
SEND CASH, M.0O., OR CHECK TO: 


WORD LIST and LETTER CODE chart 


PINCH K BLAST PANDEMONIUM, P.O. BOX 26247 
BREAK S SPRAY MINNEAPOLIS, MN 55426-0247 


VOID WHERE PROHIBITED « ENTRY DEADLINE: POSTMARKED BY AUG. 2 
STOMP R PRESS nie 
in. Employ 


Only one entry per person. You must be under 30 years old to v andemonium, Inc. and its suppliers are 


inthe : 4 O¥¥E ee 
CRUSH SCORE H SLANT ineligible. Judges decisions are final. If judges are in error the spon paid, Not responsible 
MYSTERY WORD CLUE: ' elayed eo Spen to ioe of the U.S. and Canada. You can reque iting 
Se ' - $LU5 4% V adeama of their 
WORLD RULERS HAVE IT AND IN THIS CONTEST YOU HAVE IT 


3RD, 1997 » ENTRY FEE MUST BE INCLUDED 
25 of Pandemonium. | 
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: THe MOVES 


SPECIAL MOVES: 
Sean Tackle: D, DF, F punch (hold to tackle, aed to fake) 
Ground Roll:D, DB, B punch 
Dragon Smash: F, DF, F punch 
Ryubi-Kyaku: D, DF, F kick 


mentor. Sean is 


\almost considered |= 
Y¥ heap, since he 
e a lot of 

¥ ¥damage, which 
\more than makes up for his lack of 


through any projectile. 


You can’t duck under Sean’s 
tornado kick without blocking! 


Tornado Kick:D, DB, B kick 


Sean Is a lot like Ken and 
Ryu. His Tornado Kick cannot 
be ducked under, and his 
Dragon Punch does add an 
extra hit. He also stole Ken’s 
roll from past SF games. His 
tackle can be confusing to 
Opponents as well. 


Dash ET - 
Knives and Dragon 
Punch when possible. 


V5.4 mM (= 1/ VU 


Dash right through 
fireballs but watch 


for Dragon Punches! 


KeaG your dis- 
tance and Tornado, 
watch for electricity! 


Vs.Dudley 


Block all attacks 
and Tornado or 
Dragon Punch. 


My 
nity 


Vs.Alex 


Avoid his throws, 
two-in-one kicks 


Att OF Supers 
Hado-Burst: 
D, DF, F x2 punch (cancels fireballs) 
Shoryu-Cannon: 
D, DF, F x2 punch (P rapid more hits) & 
Hyper Tornado: F 
D, DB, B kick (goes through fireballs) 


and Tornado for damage. 


Keep your 
distance and 
take your time. 


Sean’s Super arts are a 

lot like Dan’s and even 
Guy’s from Alpha. Although 
his Supers do not do a ton 
of damage, his Shoryu- 
Cannon has a ton of hits 
and medium damage. 


Keep moving, and 
try to keep up. 
Two-in-one for good damage. 


Vs.0L0 


Avoid jumping too 
much, just stick and 
move against Oro. 


His Tornado Kick can’t be ducked under, it has to be blocked or par- 
ried. His Ryubi-Kyaku goes over fireballs if timed right. Fake the guy 
out with the Sean Tackle then do your Super art when they try to 
counter. His Hyper Tornados the best super to use as it does a 
good amount of damage, can be done in a combo and can go 
through fireballs if timed correctly. 


Sean can definitely juggle specials into Supers, and it’s a great 


way to add damage and hits. 


TT Fo) Phony aet 
YOR Ln=Ones AAA Y, 
=== You can two-in-one his ee es ee 


@% ducking FK into his 

A) Tornado Kick and two of 
. {ffi these in a row will stun 
your opponent. 


CLASS 


He was born and raised 
in Brazil. He is a great 
, athlete and comes 
| from an ordinary 


has always been 
| impressed with Ken’s 
| fighting style and 
wishes to study under @ 
Ken. Sean hates to | 
j lose, is very aggressive 
- and has the ability to 
surprise opponents with 
a fatal blow. 


STANDING §p—> FP 


TUMPING FR —> DUCKING FK—> RK TORNADO KICK 


TUMPING RK —> DUCKING FK—> HYPER TORNADO 


mS ~ > -~ Bh og \ . oe 
STERING THE MOVES 


SPECIAL MOVES: 
Jet Uppercut: F, D, DF punch 
: Machine-Gun Blow:B, DB, D, DF, F punch 
_ Ducking Straight/Uppercut:B, DB, D, DF, F kick then punchikick 
' Cross Counter:F, DF, D, DB, B kick 


D, Fierce Kick-pops guy in air for juggle combos 


Dudley’s the best boxer to 
ever appear in SF by far. He 
has a wide array of moves, 
all are punches (although 
he’s better than Elena, at 
least he has kicks), except 
for his pop-up which is one of 
———— ey a Ce , at Eh = : =| the most simple/powerful 
MADSLERN YOUR OFPONE aml Lo Dudley’s counter-hit isa good Moves in the game. Off it, 

. way to catch people off guard. YOU Can do tons of moves. 


= ae ae SSS 


Vs. Ele: le | 


7 eS and keep Stay on her, punch (a 
her onthe ground. ‘low and two-in- 
She’s too quick to chase. one when possible. 


oets 
Super 


eit. OF 
Super Rocket Punch: 
D, DF, F x2 punch 
Rolling Thunder: 
D, DF, F x2 punch rapidly 
Corkscrew Smash: 
D, DF, F x2 punch 


Dudley’s Supers are extreme- 
ly powerful. All are varieties of 
punches (duh)—some are 
just a ton of hits and one is just a powerfully concentrated 
one-hit. 


Po 


Pe RA V5 Kea RVG 
ete Don't let them Definitely stay on 


-— keep their dis- him, and don't let 
tance, stay on’em! — up. Counter when he dashes. 


, A Sean 
ie kena limbs! Play the role of a 
Block or counter boxer. Stick and 
and dash in. move. 


si ¥ V5.A1ex V5-0LoO 
' Go in close to Don’t jump, dash. 


machine gun, but _— Parry fireballs and Ly Dudley does have a pop-up move. In the corner you can pop up, 
avoid his throws. machine gun. punch and Jet Uppercut or Super. 


Dudley's Ducking Roundhouse Kick pops you in the air for some strong | worl fir > Ss} 
juggling combos. Use his Cross Counter against jumping opponents, but . a “leo Tae) ae 

don't use it if you have less than 10 percent of your life bar as it costs Le : at tg Thos You can two in one his 

you life to use it. His Corkscrew Super does the most damage and can if : } g Ducking Medium Kick into 
easily be linked in combos. His Ducking Straight goes under fireballs, his Jet Uppercut. There are 
forcing opponents to get close. more currently unknown. 


COMBO CLASS t Duclley 


> ——  — me” 


STANDING Tp —> §p —> Fp Boxer 


+ He’s a heavyweight boxer from , 
; Britain. His father was a , 
' successful athlete and 
businessman, so , 
Dudley grew up in ~~ 
'an affluent family. |; 
He became a boxer \ 
in college butheis 
'small for a heavy- 
| weight. He compen- , 
DOWN+RK (LAUNCH) —> JUMPING Fo—> CORKSCREW SMACH sates by being fast and 
MUST BE IN CORNER -very skilled. 


MS 


STANDING (K—>FK—> (Pp —> FP 


e CORKSCREW SMASH 


TUMPING RK—> (K —> FK—> (p —> Fp 


Yun and Yang are 
__ brothers who fight 
“. exactly the 
24, same, so it 
“\. doesn’t mat- 
= ter which one 
F you pick. 
we Their Chain 
. combos are strong 
Ms. and easy. They are a good weapon 
_ against just about everyone, especially 
| Ken and Ryu since the nature of their 
P 5 fighting is throwing fireballs. 


: ’ mah ~~ We a vate 
] _ EX YOUR PRONENLS 


fem Vs--bukl _VS Alex 


y?y “Hop in pe stay Use the Stomp to 
confuse, then two- 


on her. Avoid the 
daggers. in-one and combo. 


Welch aut fot thie 
kicks—parry then 
punch combo. 


Vs.Kenu/ RVG 


: ty Super jump over 
projectiles, two-in- 
one with Ducking Forwards. 


VseS Sean 


You'll probably dash a 7 ® 
back and forth, but a 
don't let him dash. 


“Block conserva- 
tively and Chain 
combo when possible. 


a pm 


Avoid air attacks, 
go for three- and 
four-hit quick combos. 


Vs J UC dleay 


Go toe-to-toe, but 
watch out for com- 
bos and counters. 


The Kobokushi stops fireballs so use it against the fireball-happy 
crowd. Their Zesshou-Hohou also goes under fireballs, virtually 
eliminating your opponent's use of them. The brothers have a very 
fast leg sweep, So use it a lot because it is hard to counter. Use the 
forward kick to counter jump attacks and set up for juggle combos. 


COMBO CLASS 


: STANDING JT P—> (9 —> FP 
KOBOKUSHL 


STANDING (p> FP—> KOROKUGHT—> TENGHIN SENKYU TAL 


JUMPING FK-> TP—> §P — FP — Kopokusut 


TUMPING RK 


~ G2 3a \ 
MASTERING THE 


SPECIAL MOVES: 
Senkyu-Tai:D, DF, F punch 
Kobokushi:D, DB, B punch 

Zesshou-Hohou:D, DF, F kick 
Zenpou-Tenshin:F, DF, D, DB, B kick 
Ragiekishu (in air): DF kick 
Floating Kick: F + Forward Kick 


The best things about Yun 
and Yang are their speed and 
their ability to chain so quick- 
ly, as well as two-in-one reg- 
ular moves and specials. 
They can hop in, start a 
combo and hop out before 
their opponent can attack. 


The twins have massive 
Punch combos! 


AX. oF SUE 
Tenshin Senkyu Tai: 
D, DF, F x2 kick 
Sourai-Rengeki: 
D, DF, F x2 punch 
Genei-Jin: 

D, DF, F x2 punch 
Their Super arts are really 
devastating. The Sourai- 
Rengeki does the most dam- 
age and has the most hits, but the others are almost equal- 
ly effective, especially against the CPU. 


\ ee@ fr) = 
Sugg line “i ait 


Yang/Yun has a small stomp which is a good jumping board 
to several specials and Super arts. 


WOrINn-Ones 
Yang/Yun can two in one a 
Ducking Medium Kick and a 
Senkyu-tai. There are others 
currently unknown. 


f+? ?-? , 
V4 j —-l4"@ 
\y pa) 
ae) — — ao? ry” 
ty’ ‘ om ‘ 2 So, gh 1. o* Wee 
Kung fu Masrers 


| They are twin kung fu masters 
| from Hong Kong. They were 
raised by their grandfather, 
who taught them marital arts 
}at a young age. Yun is the 

- more responsible of the two; 
'a born leader. He can be very 
F impulsive though. Yang is A 
calmer and looks at things A 

/ more subjectively instead of 
F rushing in. 


‘ , — 
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SPECIAL MOVES: 
Niouriki:F, DF, D, DB, B punch 
Nichirin-Sho:H. B 1 sec. F+ punch 
Oniyanma:H. D 1 sec U+ punch 
Jinchuu-Watari:D, DB, B punch 
Half-Throw:D, DB, B punch 


Oro’s moves are kind of limit- 
ed. His fireball can be fired in 
three directions, plus he can 
“absorb” items from the back- 
ground and use them as 
attackers and blockers. He is 
one of the few in SFIll with 

- = charge moves, and those 
Oro’s fireball can be thrown moves are unexpected. 
in three directions. 


wie eTate i | 
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Vs.Alex 


Avoid his throws; 
once again, play 


the air before she 


defensively. Kijinriki: 
can throw daggers. y Bue Peet 
one a Yagyou-Darna: 


D, DF, F x2 punch 
Tengu-Stone: 
D, DF, F x2 punch 


Oro has one of the best 
Supers in the game—an 
Energy Booger! You can spit 


V5—S Sean ary up to three of these out at a time, and then follow up with 
a ®: 


vs Vs." Ken/ivu 


xs aay Let them come Definitely keep her 
. = to you, play away, and absorb 
defensively. items to use later. 


b V5. eNeECLO 


an attack! We're talking major damage, if done right! 


W Keep him at adis- Watch out for his | 
tance with fireballs, _Dash—parry it, Sug¢tiun ig all 1] the vel Yom 
Oniyamma if he gets close. then Tengu-Stone him! —_— Sear —_ ie. 
Vs0udl ey | ra 


Absorb items Aad their aay 


around you and Super. Dash in and Oro does have a pop-up stuncli and off of that, you can do just 
nail him constantly. Punch combo them. about anything you want—be it special, super or whatever! 


. 4 
eel WORIN=ONes 
Memes Oro can two-in-one a 
_£ A ime Ducking Medium Kick and a 
Seg 2! throw. There will be 
€2s— more found in the future. 


Oro’'s fireball that shoots in the air is a good counter for jumping opponents and 
his head stomp move counters fireballs and gets you close to the opponents. His 
Yagyou Dama super is his best because you can follow the ball in and hit the 
unsuspecting opponent while he Is trying to avoid the ball. His standing Strong 
Punch juggles and is a powerful weapon in his rather limited arsenal. 


| \ age (Loa 

COMBO CLASS oO | 
Mystical creepul sie ¢ 

STANDING $p (LAUNCH)—>§p NICHLRIN-GHO Oro is a 140-year-old 
imystical creature 
}who lives in a cave 
in the Amazon Rain 
Forest (or what is left 
of it). His only com- 
Fpanions are wild ani- 
/mals. He is more 
}god-like than human 
Fand his powers are 


TUMPING (p—>-$P — 69 NICHIRIN-(HO 


‘ees DUCKING FK—> HALF-THROW 


TUMPING RK—> (9 —> §p 


TUMPING FP ‘unrivaled. His style is x 

|) — artistic and fast, and he often @ 
| | like he is dancing. He ‘ 
Ponly has one arm to fight with. 


L48r5 a5 a 1.4 eee 
fo nlence | Voto tig ine | 


MASTER 


V5L0uK1 
Keep medium 
distance, poke 


to death. 


Play defensively, 
parry projectiles 
and electrocute when close. 


Vs. Alex 


Definitely keep 
your distance— 
poke and toss. 


Parry punches 
and electrocute 
when he dashes in. 


tance, wait for her 
to combo then parry & toss! 


Try to keep up in 


speed, electrocute 
when they dashes in. 


Same as Yun, 
when he dashes, 
electrocute or toss. 


When far away, 
reach out and poke. 
When in close, electrocute. 


TR RING THE MOVES eQ 
SPECIAL MOVES: : 
Flying Viper:D, DB, B punch 
Electric Blaster: F, D, DF punch (keep taping) : 
Spinning Punch:B, DB, D, DF, F punch (press p for more hits) | 
Snake’ Fang:B, DB, D, DF, F kick : 
Rising.Cobra: D, DB, B. kick | 
Torpedo Move: D, DF forward or roundhouse kick (in air) | 


Necro’s definitely a strange 
character. He does sort of 
play like Dhalsim, but no near 
as slow. He has several 
punch combos, and 
“Blanka’s” Electricity. He also 
has a pop-up punch and a 
strange “Grab-Your-Legs-and 
Toss-Ya” throw. 


‘A Dhalsim/Blanka | hybrid? His 
moves mimic a little of both. 


Electric Snake: 
D, DF, F x2 punch 
Slam Dance: 
D, DF, F x2 punch 
Magnetic Storm: 
D, DF, F x2 kick 


==, Necro’s Supers are his spe- 
4 Cial moves with a ton more 

| power. His Electricity Super 
= will pound the tar out of you, 
| and he also has a Back 

| Breaker Throw Super which 
| is a lot like Alex’s super. 


His Electric Blaster is a great counter for jump attacks. Try 
and trick the opponent into jumping at you and then do the 
Electric Blaster. When your Super bar is filled up, move in to 
get off the Down Back, Fierce Punch, Electric Blaster Super 
Art combo—which will do a lot of damage. 


; wi hy WOW 1 =Ox yess 
aj Necro has few discern- 
mm) able two-in-ones, but he 


COMBO CLASS 


RISING COBRA 
ELECTRIC BLASTER 
MAGNETLC §TORM 


(PINNING PUNCHES 


MAGNETIC STORM | 


DB+ Fe (LAUNCH) ELECTRIC BLASTER 


Necro aaa a pop-up punch, which is the easiest thing 


to juggle with after is electricity. 


He was born in Russia 
ina small village by a 
lake. After the collapse of " 
the Soviet regime, Necro wandered 
toward Moscow where he 
was abducted, and strange 
experiments were con- 
ducted on his body. 
Necro now has super flex- 
| ibility in his limbs, but his , 3 
7 greatest desire is freedom ghia 
' from his captors. ™" 3 
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Elena SPECIAL MOVES: 
is the weakest Mallet smash:F, DF, D, DB, B punch 


character in the Scratch Wheel: F, D, DF punch 
game and Rhino Horn: B, DB, D, DF kick 
requires the 

F most skill to play. 
Seasoned Street 
Fighter veterans 
might welcome 


Elenaisa 
pretty 

weak character. 
It's possible someone would 
see the lack of arms a chal- 
lenge, and it is. You have to 
be in close to inflict any dam- 
age with her at all. She has 
medium range with a couple 


“ e. of her moves, but they are 
oe) Elena has medium range with extremely obvious to even 


a couple of moves. the least experienced player. 


to mount any attack since she has 
no projectiles. 


MACTRit WY 
ad ~~ 
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Vs10G k1 


é Get in close and Play i in GEE, but 


ALY, OF ovals 
don’t let up or right outside of - scinniantieae 
even let her jump. throwing range. D, DF, F x2 kick 
Brave Dance: 
D, DF, F x2 kick 
Healing: 
D, DF, F x2 punch 


Hop in and out, 3S 2 
but not dumb. and take off ener- 
Don’t Jump Dash in. gy little by little. 


& Here’s a big surprise— 
Elena’s Supers are major 
kick fests. The good thing is 
* that she’s flipping around so 
much it’s pretty easy to catch 
people with them on the way 
down. Healing’s kind of use- 
_, less since it takes so long 


V5.5 Sean 


You can go toe-to- Hop in, two-in- 
toe with him, but one when possible, 
watch his range. but change attacks. 


Vs.ud lay Vs.0LO 


Play defensively, Try to force him 
« but attack into the corner— 
constantly. cross up if possible. 


The best strategy is to move in close carefully and to “nickel- 
and-dime” your opponent with high and low attacks. The more 
you mix up the attacks, the more you can confuse your oppo- 


nents since her moves are unique and some are hard to tell if After knocking your opponent with her Scratch Wheel, 
they hit high or low. She can keep you in the corner with her you can catch them with a Super. 


low attacks, so try and get them trapped. 


LWOrl Im=¢ RIES To 7 -4)- 
S=0 Elena can two-in-one a [piKes i 
“SE Ducking Short Kick into + poe a ee 
} her Scratch Wheel or Ai. Ces FLinicess 


= —. possibly another special. 


Elena is the daughter of a 
great African tribal leader. She is 
~ COMBO CLA dearly loved by her father as she 
is an only daughter. She fights 
.using the Capoera style, which 
GTANDING §K—> RK (CRATCH WHEEL places special emphasis on the use 
.of the legs. Elena has very powerful 
/legs, which make up for a lack of 


JUMPING RK—> (K —> RK GCRATCH WHEEL | pupper body strength. 
GPINNING BEAT os 


Ground 
Combat: 


One of the biggest strate- 
gies in Tekken 2 was to 
“keep the opponent on the 
ground and don't let him/her 
even hit a button.” In Tekken 
3, it’s quite a bit harder to do 
that (IT’S ABOUT TIME!)). 


With Lei you can push 
someone right off you! 


Generals 
Moves 


Dash Forward: F, F 
Dash Backward: B, B 
Flip: B, BD 
Juggling Uppercut (most 
characters, variations cov- 
ered in moves list): DF +2 
Run (from distance): F,F,F 

While running : 
—Flying Cross Chop: 1+2 
—Jump Kick: 3 
-Slide:4 
—Stop Running: B 
There are other moves that 
will be covered in these first 
two pages. Tekken 3 does © 
not differ too much from T2 
as far as gameplay is 
concerned, however the 
sidestep does help since 
there are sidestep throws 
and beginnings of combos. 
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| Tap F rérwid twice up close 


While on the ground try 
an ankle kick! 


While knocked down, you 
now have a few more 

options than before. While 
falling, if you hit an attack 


- button “just as” you hit the 


ground, you will recover 
immediately, giving your 
opponent no chance to hit 
you off the ground. This is 
crucial since the biggest 
pain in the game is tapping 


Another move that does — 
very little damage but can 
keep people away while __ 
you’re on the ground is the 
new ankle kick. 


to shove someone! 


Hit an attack right when you 
hit the ground to get up quick. 


Side 
Stepping 


Soul Edge was the first” 
Namco fighting game to. 
use the sidestep maneuver. 
By hitting up then neutral or 
down then neutral, your 
character will move 90 
degrees around his/her 
opponent. Down moves. 
toward the screen and Up 
moves away. Most charac- 
ters have sidestep-only 
moves that generally take 
off a lot of damage and/or 


look very nasty. To perform 
them, simply hit the buttons 


__ while your character is 
- sidestepping. Some other 


characters have sidestep 


_ throws. King, for example, 
_ Starts one of his new 

~ multipart throws beginning 
_ with a sidestepping 2+4 
_throw. Sidestepping can 


be used instead of blocking 
but it is highly recommend- 
ed that you block as attacks 
can still hit you even though 
you have stepped out of 
the way. 


Some of Paul’s best throws 


are after sidesteps! 


King possesses a weird 
kneeling sidestep too! 


Your job as King is sto keep ele on nthe: ground. 
You can even break limbs of iis open 


the buttons frantically trying 
to get up while your oppo- 
nent keeps kicking you. If 
you cannot recover quickly 
enough, however, you can 
now also give your oppo- — 


nent a quick ankle kick by _ 


hitting d+4 while on the _ 
ground. It doesn’t do much 


damage but it will keep them | 


away until you get up, and - 
that’s the important part. — 
7 Allin all, 
Tekken 3 
has quite a 
few new 
ground 
= strategies 
_ to master. 


ee 


sie fe 
an A are §f 
ye au %) snes ¥ 


King hes several throws 
off the ground! 


While o on the oatie you 
can still slap ‘em silly! 


Rever sal | 


“when you're powered up, 


Power ing your attacks do slightly more 


= It is still : damage, but it appears that 
~ possible in i] as of press time the only 
Tekken 3 p perk is guard damage. 
~~. to reverse 


; af . : 4 S x = = . = . Hi tti II = = 

= attacks so Sat / A) Se ar yj te ba [ ea ae 

e«. long as a —_ _ tons at K 
once will i Move ey 


~~, your 


character : 
has reversals. However, ou: . pipes 
now you are not powerless character. u - tap up 
if your attack a eee sed. During this brief amount of d - tap down 
By hitting the opposite time, any attacks, whether 
button command as the ' blocked or not, will do F - hold forward 
reversal, you can counter damage. This technique is B - hold back 
that reversal and sometimes mainly to replace guard ‘ U - hold up 
even take some damage off! damage if a particular D - hold down 
So if someone counters you arcade has it turned off. = 


with b+1+3, you reverse — 


witils244. Got i While “powered up,” your (WC) - while crouching 


character’s fists and feet will | (WS) - while getting up from 
glow. It is possible that ‘ a crouch 


n - neutral joystick position 
~ - immediately following 


Ip - left punch 
rp - right punch 
Ik - left kick 
rk - right kick 


Jin is one of the new 
_ Characters with reversals. 


All hits will cause damage— 


even blocked ones! Ss - sidestep 
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) _ Devil Fists 


ae | 
an , ae 


GRAPPLING TECHNIQUES __ 


Neck Breaker a 
244 


Powerbomb 


Super Head-butt | 
Atomic Drop 


SPECIAL TECHNIQUES 
Shining Fists 


-. Punch, Backfist 
_ Double Uppercut 
- Thunder Godfist 


Wind Godfist 

Hell Sweeps - Axe Kick 

Left Axe Kick 

Sky Foot Slice. 

Screw Blade Leg Attack 

_ High-Low Jumping Spin Kien 
— Right Axe Kick : 
Crushing Kick 

High Kick, Axe Kick 
Corpse Splitter 
Death Fist 

Tile Splitter u 
Tile Splitter, Death Fit : 
Demon Godfist 3 
Slice Kick 

Low Slice Kick 

Shadow Foot 


~ Demon Stomp (opponent down) 


‘Pemon Tile Splitter (unblockable) 


Heihachi hasn't chbniachs? 
much. He has a few punch 


_ moves like Law where one hit - 


will flatten you, plus he has a 
new throw or two. Most of his 
impressive moves, though, 
return from T2. 


-tt4142 
<behind> 1+2 or 3+4 


11,2 
WN 2,2 


t42 


2.2 
d/f+1,2 
_f,N,d,d/f+1 
f,N,d,d/f+2 oe 
f,N,d, D/F+4,4,4,N+4,4 
f,f4+3 
f,f,F+3 
u/f+3,4 
u/f+4,4 
{+4 


— (WS)+4,4 
_U/F+2+4 


QCT+2 
— (WC)+1 
(WC)+1,2 
 £,f+2 
f,N,d,d/f+3,N 
 £,N,d,D/F+3 
b,b,N+3+4 
(WC)+4 
(WC)+1+4 


f,F#+2,1,2,2,3,4,4,1 21 
d/f+3,2,2,4,4,1,4,1,2,(1. 4) 
PS22.4,4.1,2 aoe: 


and a new throw. 


It is 30 years later. — 
Heihachi’s gotta be pushing 


90, and he’s really angry (he _ 


got his empire back, but he’s 
always mad). He appears as 
the Boss right before Ogre, 


and then his soul is sucked up to help him transform! Most of 
his moves are the same as they were in Tekken 2, but he 
does have some new massively damaging punch combos 


“FL. 


oo 


Heihachi’s doves an impressive array of both 
old and new punch/kick combos. 


aw o"F 


Fighting 
' Stratecies 


Another retyurici move uF 
his three-punch combo. 


To the left is a moves list 
from Tekken 2. We put it in 
here because, apart from a 
few, his moves are the same. 
“Grandpa” Heihachi is a 
beefed-up version of his 
Tekken 2 self. He has all 
his old moves and combos 
only this time his damage 
levels have been boosted to 
unbelievable levels. The best 
thing to do against this rotten 
old man is to keep right on 
attacking him. If you let up - 
your offense, he'll be able 
to pull some kind of sneaky 
move on you and before you 
know it you'll be reaching into 
your pocket to find tokens to 
continue. Also remember that 
Heihachi’s strongest attacks 


lie in his 


high attacks, 
so any char- 
acter with 
reversals, 
and enough 
foresight, 
can reverse 
his damag- 
ing attacks 
andthengo “a 
back onto 
the offense. ”. 
Unfortunate- - 
ly Heihachi 
is just not 
as tough as 
a sub-Boss 
should be. 
With 
enough 
practice with . ee ee $ 
reversals — 
and not 
letting up 
your 
attacking, 
Heihachi 
should fall 
easily. 


not Ogre will be playable 
over time, but it is unlikely 
since Devil wasn’t playable 
in the arcade version. 
Once again, this is nota 
hard Boss at all. It seems 
to bea 
™~ theme in 


“ games. 
er. =| Ogre ste 
. ~~ jnearnation 
may look 

_ formidable, 
but he’s 
really 
more of a 
pushover. 
His attacks 
that you 


leery of are 
Jun’s old 
backflip 
into 
Charging 
Strike; 
Kuma’s old 
bear hug- 
ger throw, 


Once Ogre becomes big, he uses some of Heihachi’s 
moves as well as Jun, Lee and Kuma! 


Fighting || 
Strategi 


~~ Tt is unknown whether or 


should be 


: r 
Ogre has two different forms. Word is, he’s the * 
god of war (or something like that). Here’s his 

deal: When an opponent is down, he Shang 
Tsung’s their butt, and takes their power. Some 
people think he may have even taken out Jun, 

Lee and a few of the other competitors from 

Tekken 2, because he has Jun’s Flip Kick and elbow, Lee’s Infinity Kicks and other 
people's moves as well. As the strategy below will tell you, Ogre is not a very hard 
Boss, although that will change from arcade to arcade if the difficulty is WAY up. 


After you defeat Heihachi, and then go to Ogre and defeat 
him for the first time, Ogre picks up Heihachi and absorbs his 
soul to become an even BIGGER Ogre! 


es 


=e, 


~ 


= 
s+ 
. . 
; Bs om a 


which takes off BIG damage 
this time around; Ogre’s fire- 
ball, which is unblockable 
and insane in general; and 
his Shield Slash. A good 
idea is to stick on Ogre like 
glue. Pull 10-hit strings on 
him, and most likely they'll 
connect enough to cause 
damage. Do your sidestep- 
ping moves; those also 
catch him from time to time. 
The main focus here is 
offense, offense, offense! 
The same can be said for 
his second incarnation, after 
he has drained Heihachi of 
his life energy. Just stay on 
him because when you are 
in close, he won’t do his fire- 
ball and if you keep moving 
he won't be able to throw 
you often and he will fall. 
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«rk 


“keep y your o 3 
nent at. ee 


~_ out with an upper 
(d+3,2,1,4) or 
_ Phoenix. Ste 


: +p 
‘Belp+rp.ip+rp 
uf+ik+rk 
ufstkctek, b+ bap bork 


ot Frlperkd did 
dbp . 
-D.db+lp 


| u+lp+rp, rktk 
| uf+lp+rp uf! 


: oe ; af 
rae db-+ip 5. 
. b+ip,f+lp,uf+lke+rk 
Ip,lp.ip.f.f+rk,db+ip- 
- b+lp,f+lp,u+ip+rp,ut 
f mp, oe en Ip, i . 


nais a game of cat-and- 
in to defeat her is to 


a Remember that her Divine Cannon 
low then he After Eye block low, BLOCK — 


sf ave breakouts. 
Multis will kill ya. 


a. Divine Cann 
= Divine Cannon Cmb. 


| q 
you can n inflict mega damag 
Vara se Her Divin 


eed Seen and should af 


— a cay fiom the timing of his revergeie. | 
aT the timing of his fc alt Se also 


Pie Paut : not iit 


fou’ ‘ve seen. we 
has awidearray 

1M _ of new high and ~ 
| |i slow attacks. ¢ 


= spake 
f+lp+rp 
p+tp~B 
f,f+Ip+rp 
b+ip+lk 
b+rp+rk 
db+ip+rp 
Ip.rp, lp.tp.lp : 
pep 
ipxP.bIpHD 


it Punch -> Uprooter. D pee 
cut Punch -> Phoenix Smasher D,df+rp,Ip_ Se 
ep -> Undercut Punch -> Uprooter f, df,d db,b+lk, rp, eS 
‘Sweep - -> Undercut Punch -> Phoenix Smash f,df,d,db, b+k ye 2 
Phoenix Smasher ddf.ferp 
Elbow Lift (Juggles) b,db,d,df,f+Ip 

Back cep Punch f,df,d,db,b+Ip 
D> f4lptrk 
PEP 
= thank. is — ee 
tftp. oe 
d+ip es 
d+Ip, rk Sp 


Re ee: that every 
semana as hae rie one of Paul's 


on counter 


rowing your : 
far enough | f,f+Ik, tk, ‘dk 


fun- Kicks -> ff+lk rk,d+tk 
gale Falling Leak Combo dtkip 
His Tenstrings Flash Attack Combo orplk 
are pd = choice Ultimate Phoenix Smasher (ub.) beipsp 


2, unpredic “Torani” ——Ip.rp.tk,rp.tp.tp.tp.rk, pip: 
8 unk poets Tenstring Ss Ip,rp,tk,Ip,rk, rp.lp,rk, pill 
gs 5 Tyee - Ip,rp,tk,lp,rp 


Juggles 


uf+rk. - le. 
Iprp.dtp 
'p.tp.b,db,d.df,ferp 
d+rk.rp Pe . 
i Ip, f,f+1k, rk f Fork oe 
[SS Ip,rp,d+rp = 
Ip, rp.b.db,d.df,ferp 
itn Te ee Oe 2 ook 

Terre ree eg! a8 Ip f.f+k rk ff+rk 
po SS w  __—b,db,d.df,f+ip 


Ip,rp,d+rp eee 
ipipb.db.d.at.tep 

drk,rp | | us, 
Ip, ff+tk, rie fferk 


his basic Falling Leaf co 
ively and breeze on thro 

lu have to move on to his 
t (uggles!) and his three-t 
are all good moves to mi 


- ei A 


“Being unpre- 
dictable is your 


best strategy with * 


ust about every- 

~ one, but with Lei, 
its actually more 
possible thanks to. 
all of his stances. 
- He’s nota great 

defensive player, 

$0 try not to give 
our opponent time 
a3 to attack. : : 


does have i Dorada array of normal 
moves dis: will aid: ve 


a mal star ce and slay 0 out of the way” 
when he lies ¢ 2h A 


Goa Kok -> 3x Punches -> Low Kick : 
Back fe ury 
Back ured a P 


Meel r 
Ow Canwheel -> Face Down Pee tk~lk 
Sweep, > ae Dead Pasition: 
Rave ¢ foe a Se 
Risi Kick 


: Hopping Punches, es 
ck unch Combo | 
Tee ah Spee “> Snake Stahed | t 
Th Combo -> Snake Stancer 
Me ping Kick -> Snake Stance fr 

Cannon Kick -> Face Down Positio 

stance -> Neck Shake ial 

he onStance ss 


ss nage Lei = 
1 New arsenal of 
3 that don't work - 
well a ainst the . 
juter. They lie i in 
is new ste a 


w moves to mas- 7 
pr. bh pei Ss 


she = aro} out of 
Try his Hopping 


: sianoe from Snake 


_ Uppercut (J 
~~ Right Kick _ 
~~ Lunging Panther Combo: 
| tung ng Panther Combo 
i og ai 


. : is 
4op 'Roeward- => Low Kick . 
p Forward -> Mid Kick ae ; 
i cemee pat Hit Plgoes) 


~ keep you on ‘the 


machine, they’ lee . 


get oohs and 

- aahs from the 
crowd as well! 
The timing is the 
real pain in the 
_ butt, but it’s well 
~— worth learning. 


_ airborne, gi 


ue Sivcpiie and: 


> tryin re oh ches Once in 
one, it’s tough to break out. If you do 
get pee the best the is to hi all 


a Fanbsions. Piledriver 
~ Coconut Crush 
Giant Swing _ 
Figure 4 Leglock 
Joona Driver - 
Flying Press — 
Frankenstiner 
~ Split Pov 
ore Knee Buster 
Atomic Knee Buster 
rgentine Backbreaker 
rgentine Backbreaker 
obra Twist 
if Boston Crab 


_ Powerbomb 
" While opponent is on t 


f, b, b, d, df f+Ip 
db+ ptr 
d,df Cf+ip 


ss Shane 


gs lefterp+rk — 
<7 Se right+lp+lk 
. $8 right+rp+rk 
(from behind 

_ (from behind 

erbomb acide crouching) d+ip+tk 

& opponent crouching) brs 
Reverse Full Nelson (opp. cr.) 

e cei ¢ 


Ip+ik 


Mrpetk 


Mini Swing (face up, feet toward) db+ip+k = 
db+rp+rk 


enough in a fight. 


jugdiek. 


Crotch Head-butt(face up, feet twd) 
_ Figure Four(face up, feet toward) db,n,lp+rk 
Camel Clutch (face dwn, feet twd) db+lp+ik 
Camel Se aa dwn, feet twd) db+rp+rk 
Cr ners up, feet away)  db+ip+ik 
cree face up, feet away db+rp+rk es 
ChickenW Na dwn, feet ed dbsipsik Se 
GhickenWing face dwn.feet away wis 
be ‘Multi t throws 
S Spinning Ground Smash 
Quick Slam — 5 
_ Spin & Let Go ; 
Turn Around & Let Go 
Jaguar Driver -Ip 
_ Boston Crab lbp rk,lp+rp 
Moqu@ Backbreaker (on stun) 
ng Powerbomb (on stun) Pu ,u.d, tae ig 
stand ing Achilles Hold 
Scorpion Death Lock perp lpsk 
«SIE Ip,rp,lk,Ip+rp 
indian Death Lock Ip+rp, IPs ik, Ip+rp,rk 
‘Romero's Spe Ip+rp,| me el 
erextension {,n,d,df+ 
adept mie 
p+rp,rk,rp — 
iP iperpe 
ee a Ip+rp+ik 
| dais 
FP, Ip Ip+rp 
_Ik+rk,lp+rp 
Z : Ip,rp,lk+rk 
- Gia ‘i -rp,ip,tk,rk 
- Back Double Elbow Lock df+ip+rp 
Cannonball rp,Fp,ip+rp 
Manhattan Drop — Ikerk, +1p,Ip+rpHik+rk 
Super Freak Ip.rp, Ik+rk J|Ip+rp 
oe os Turnaround Kick b+rk 
‘This is where roKing excels. rye Side Swipe — 7 eine 
: Do not be Elbow Drop _ + p.0 
ve dt be afraid to use his Uppercut -> Backhand 
_tultis as most people 4” “ (king Uppercut es 
: * don't know how to break Bouncing Knucklebomb n d aepaee | 
__. them. Try to stay away _ Middle Smash : f,n, oe | 
B from using Tenstrings as Backbreaker pep: 
~ most of the hits a are high _ Knuckle Bomb ute “1p 
and easier to counter. Crouchdash -> Jumpback f,n,df+rp 
M t wilh ana his 2 Flying Cross Chop - f,f+lp+rp 
Ove. to stick with are his | Low Punch -> Uppercut d+Ip~n+rp 
‘Ali kicks, his Spinning Convict Kick fark 
- Fists into the backhand — Drop Kick — | ft felkerk 
(142.2), his Turnaround pea Shoulder fos 
| Kick ig Apo he Ultimate Tine ; D, cbse 
r 
Crosschop (f,f+1+2). mp og ee ” pen Ps ae Pe 
se moves are reliable Leg Break | Ik+rk | 


Mounted Punches -> Arm Break Ip, p. Ps 
Mounted Punches -> Leg Break 2 ae 
Ankle Smash 

Ali Kicks — = Didi rk 

‘ick, Middle Smash  G+ik+rkrp 
Vioc nsault Press (Unblockable) f+ip+rk 
juar Lariat poe) ?. 


Ip,rp, iplp.lk Ik, aK cle I 
Ip, . Ip, bal Ik, rk, rk ee 


ey => uf+rk 
ae Ip,d+ik+rk,rp 
= iD.fP, clic Je 
~ Ip,ip+rp,ip 
— |p,b+rk,Ip+rk 
db+Ip+lk = = 
db+rptrk 


~~. Otimate Fighting 


hardest charac- 
ters to use efficient-_ 
‘If you truly want 
to master him, the 
: first thing you must 
dois learn how to =< 
, use his open/close = 
> __ stance switch to 
= | either fake-out your 
=.  ) Opponent or to con- 
z = | ~—_sifuse yourfoeso = 
Sa — —_ ‘he/she. won't know. 
me what level you'll 
attack at next 


= wie 


oe 
ee ear 
: Pe; 
iy asus 


wind fighting against the average | 
Hwoarang, your best bet is to spend 


most of your time blocking, and waiting Dy ss good tactic * 
| umans is usage 0 
for his combos to leave him open for — iteteas ren ub. 


mh ee starter f,n,d,df + rk. 
This medium hit, if 
7 _ blocked, will generally 


counter attacks. oll if you are using 


grally use 1 


‘a aracters auth whom fight t — 
Nithou reversals, and lacking i 


enerally use the Tekken 2 st 
-_tising attack baiting: Knock 
CPU, get close to him, wait fi 


| _. Hwoorang?s 


es seediot | 


a Moe ‘ “push the two oppo- 
of his atta nents out of counter- 
ae. oe attack iacet 


Sind Neck Kick pak 


~ Reverse nek Kick 22 Saar 
Run Up Back = ~ f+ip+ik 
Jawbreaker ~ £,F+rp 
Trip - d,db+ip+ik 


cn Dass 


Crushing 
‘Huntin 


13 Rising Ci rescent 


-> Right Foot Forward (WS)rk-rk 
losion (Unblockable) | db+ik+rk =. 


Crushing Axe Kick - 


: Away/Face Toward - ea ; 
eff/Right Foot Forward Ik 


ick d 
Hopping § see -> Left Flamingo Stance u+lk 


6 Strike Combo (eidestopping: ol sstHp+lk — 
in Bog sueepPring right | 


uf+tk,rk,Ik 
WS)ik 


“Cancel -> Left Flamingo Stance, Lae fy 


‘ Left reine Stance 
_ Stabbing Sidekick 


Backfist — 


Crescent Kick -> 


Machine Gun 
_ Insane Assailant 
“But j ee 

Co mb bo 


. - Right Flamingo Stance 
High it a eft Foot Forward ~ b+lk 
idestep bee oc b+rk 


oe bitin f+ thetk 
Be des > ent Foot Forward Pes 


seek sogen 
- Bad Dancer 
_ Screw Kick 
Teaser Combo 


Left Flamingo 
Left Jab “~ 


_ Spin Kick -> Right Flamingo Stance: ik 


Butterfly Attack -> Right Flamingo Stance Ik Ik.Ik.rk 


- Double Hook Kicks 


Left Leg Forward 
~ One-Two Punches 
___ Right Foot Forward 
- Backfist 


fake 
Right Foot Forward f,f+Ik 


Face Kick -> Right Flamingo Stance f+rk _ 
_ Face Kick Combo -> Right Foot Forward f+rk,rk 
' High Kick -> Ri oo oot Forward b+rk 


Ik, Ik, Ik, Ik 
Assailant Combo -> => Right Flan Flamingo Sart Ik.d+lk,rk 


d+lk.rk,rk 


Fk, tk 


0 -> Right Flamingo Stance Ik.Ik.tk 
ribo. ight Foot Forward Ik. ‘Ikrk,rk 


k,ik.rk.rk,B+rk 


rk, oe * 


ae ticks > Right Foot Forward rk. ee 


ig 
Double High Kick Combo rk.Ik 
Sky Reacher Combo u4k,lk,Ik,Ik 
~ Right Sky Kick : u+rk 
4 Punches -> 2x Kicks Combo __Ip,ip.lk,!k 


2x Punches -> Kick Combo Ip.rp,tk 


2x Punches -> Kick Combo ip tk 
~ Flying Eagle Ik~rk 
Reverse Roundhouse (WS)+rk 
Right Leg Forward 
Triple Punch © 


| Bl LISA 
fre ce ee 


ie Hook F Kick a vst Flamingo Stance fi 


yak rk 


Stance 


Axe Kick -> Right Foot Forward fi 


Tenstri ing 


‘ ¥ ‘Sky Blast Kick 


Re 


Left Sigeep esiesae as 
Shin Kick. ack 
Right Leg Sweep d+rk 
Spinfist -> Right’. Jab p.1p 
ine Gun Kicks © 


rp, rp,|k,rk,Ik,rk,rk,rk,rk,Ik 


| oe tt Flamingo Stance 
-, Left Spinfist -> Left Foot Forward ip 
™ Jab = ight Foot Forward 
oe ick -> Left Flamingo Stance}! 
S de Kick -> Right Foot Forward rk _ 
xe Kick -> Right Foot Forward _ f+rk 
§ Pig ep -> Left Foot Forward d+lk — 


d+rk 
Ip, rp, Ik,rk,Ik,rk,rk,rk,rk,Ik 


+rk,rk 
uf+ik,rk,Ik 
rk,rk,rk,rk 


Ik, Ik, Ik, es 
Pp, Ip,rp,r 

tpsPit he 

db+ik+rk 


ate Fighting 6 Guide 


low punch 

low punch 

low heel slide 
dodging tackle 
back heel sweep 
downward chop 
elbow 


rising dragon punch 
downward side chop 


whirling chop 
spinning chop 
snuto chop 
shuto chop combo 
sidekick 
rising knee 
backflip kick 
dodging sidekick 
heel kick 
inverted kickflip 
flying corkscrew 
kickflip 
reverse kickflip 
punch 
punch-kick 
double punch 
triple punch 
swipe punch 

unch 

elix 
helix-heel kick 
punch 
swipe punch 
flying kick 
Kick 


_low backfist 
_low kick 


-yoho uppercut 
_ double palm 
~ single palm 
~ elbow 
» dashing elbow 


Bi 
fy 


Ay 
te 
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i 


| upper dashing elbow 
dashing shin ram 
» double fist strike 
» shin kick 


single jump kick 
double rede kick 
dodging side kick 


s Knee 
» dragon spear 
" dragon lance combo 
)) punch 
| punch-kick 
| punch-body blow 
| punch 
| standing palm 
/ punch 
dodging punch 
| break guard 


kick 


qnmr 9 A. 
W445 4 
Nenmnae 


HILL 


f,d,df+P 
P+K 
d+P+K 
df+P+K 
f+P+K 
f+P+KP+K 
df+K 
D.f+K 
ub+K 
df+K+E 
d+K+G 
df+K+G 
f,f+K+G 
ub+K+G 
uf+K+G 
Pp 


PK 

PP 

PPP 
db+P 

F+P 

b+P 
b+PK 
B+P 

P+E 
ae 
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HH 
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kick 
dodging kick 


stepping back thrust 


long leaping knee 
m. le 


aping foot pounce u+P 
»S.leaping head pounce u+P 


axe kick stomp 
sweep 


ao 
ick 
low punch 
sweep 
sky knee 
reverse kickflip 
reverse kickflip 
unch 
ck 
unch reversal 
ackward roll 
forward roll 
roll again 
shinsodan 
shoulder throw 
turnover throw 
over the top 


flipping shoulder thr. 


reaping throw 
shoulder drop 
shoulder drop 

leg hold takedown 
10-foot toss 

low sliding attack 
backflip 
cartwheel 


dodging kick 
ground punch 


b+P+K 
f>b 
b>f 


roll,f>b+P 
roll,b>f+P 


P+G 
df+P+G 
f+P+G 
b,d+P+G 
b,f+P+G 
P+G 
P+K+G 
P+G 
b+P+G 


running+K 


d,ub 


leaping fist pounce u+P 
W. \paping fist pounce ue 


K+E 
df+P 


low kic +K 
sweep D+K 
overhead hammer d+P 
punch P 

unch D+P 

ck K 
kickflip reversal ub+P+K 
kick reversal b+P+K 
punch reversal b+P+K 
elbow reversal db+P+K 
knee reversal db+P+K 
mid-kick reversal db+P+K 
mid-kick reversal db+P+K 
low kick reversal d+P+K 
low punch reversal d+P+K 
trip and triple punch P+G 
surprise exchange db+P+G 
grasping mind db,f+P+ 
Inverted bodycheck df+P+G 
stumbling trip (ST b,d+P+G 
reverse bodychec b,df+P+G 
close in ram b,f+P+G 
elbow rush P+G 
big finish push down P+G 
wall bodycheck df+P+G 


prt: 
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bi ae 


ae § 
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1 
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aS 7 
= 3 striae 
pee te 
low punch 
~ low punch 
~~ low kick 


d+P 
D+P 
= ; d+K 
~ low kick-heel kick d+KK 
~ double low kick D+KK 
triple low kick D+KKd+K 
triple low kick-sweep D+KKD+KK+G 
. lunging sweep ,d+K 
* sweep d+K+G 
auto knife r 
F 4 knife hand df+P 
__ knife hand-punch df+PP 
. oe knife hand df,df+P 
P ‘-DUNC df,df+PP 
‘-punch-TA lifting palm df,df+PPb+P 
TT double palm df,df+PPb+Pf+P 
lifting palm DF+P 
‘“-punch DF+PP 
TA lifting palm DF+PPb+P 
TT double palm DF+PPb+Pf+P 
elbow f+P 
elbow-single palm f+Pb,f+P 
double palm f,f+P 
super knife df+P+K 
~~ lifting palm-super knife DF+Pdf+P+K 
sidekick df+K 
— _ sidekick-punch df+Kf+P 
— *-single pa df+Kf+Pb,f+P 
heel kic D,K 
backflip kick ub+K 
Cartwheel kick uf+K 
dodging sidekick df+K+E 
ai hopping sidekick uf+K+G 
punch = P 
-_ punch-TA lifting palm =Pb+P 
a ble palm Pb+Pf+P 
ae punch-sweep PD+K+G 
~ punch-heel kick PK 
-_ punch-crescent PK+G 
Re, double punch PP 


ow punc 


low punch D+P 
rizzly lariat df+P+K 
ow kick +K 
low drop kick f,d+K 
low kick d+K+G 
hook punch db+P 
uppercut df+P 
wo fisted upper D>f+P 
lifting upper F+P 
body blow f+P 
‘-Ovr. dragon fish blow f+PP 
screw shot f>b+P 
screw lariat f>b+PP 
shoulder ram b,f+P 
tomahawk chop uf+P 
‘-throw uf+Pf+P+G 
arrow knuckle d+P+K 
short range shoulder b,f+P+K 
shin kick df+K 
knee f+K 
drop kick uf+K 
dodging sidekick df+K+E 
front roll kick b,f+K+G 
punch P 
punch-kick PK 
double punch PP 
punch F+P 
elbow drop b+P 
dodging punch P+E 
attack lariat f+P+E 
level back cho P+K 
~~ tomahawk flas f+P+K 
Se kick K 
- double kick KK 
kick F+K 
dodging kick K+E 
K+G 


falling scissor kick 


als 


as ac 
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eel kick 
triple punch 
punch 
punch 

double punch 
single palm 
punch 
dodging punch 
kick 


‘ 


kick-crescent 
advancing kick 
dodging kick 
crescent 

super crescent 


b>f+K+G 


bkwd. dbl jmp pounce d,U+P 


fwd dbl jmp pounce 
bkwd jumping pounce 
fwd jumping pounce 


twisting ground stomp 


lifting palm 
’-crescent 
crescent 


knife hand 


reverse kickflip 
drop kick 


pa 

water wheel drop 
shoulder whip 
overhead cannon 
back drop 
stumbling trip 
face grab 
reaping throw 
DDT 


wall overhead cannon 
back drop wall slam 
backflip 


ying nee kic 


OW eet 
tool gate elbow drop 
ack drop pounce 
front roll kick 


high kick reversal 
suplex 

body slam 

steiner screwdriver 
wrist lock and swing 
giant swing 

side suplex 

double arm suplex 
tiger drop 

german suplex 
dragon suplex 
german suplex 
Sliding leg takedown 
arm extension 

arm lock and break 
arm whip takedown 
frankensteiner 

body sl. power slam 
wrist lock and swing 
pick up ground throw 
catch 

catch-front suplex 
catch-push 
catch-front neck 
catch-power bomb 


high jump elbow drop d 
alb ae P d 


d,U+P 

u+P 

u+P 

df+K 
,b+P 

b,b+PK+G 
j0+K+G 

d+K 

d+P 

ub+ 

u+K+G 

p 


K 
P+G 
df,df+P+G 
f+P+G 
b+P+G 
b,d+P+G 
b,f+P+G 
P+G 
P+G 
f+P+G 
b+P+G 
d,ub 


df+P+G 

df ,df+P+G 
f>b+P+G 
b>f+P+G 
d+P+K+G 
db+P+K+G 
df+P+K+G 


P+G 
b,flb,f+P+G 
P+K+G 
f,f+P+G 
uf+P+G 
df+P+G 
f>b+P+G 
d+P+G 
f+P+G 
f+P+Gb+P+G 
f+P+Gdb+P+G 
f+P+Gdf+P+G 
f+P+GP+G 
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Sa eee ee ee Oa Gl ee a 
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Pat is always training and learning new ere 
niques to. knock Lau off the championship 


throne. Pai’ i s Ensei- ken ae syle is very 


low punch d+P 11 L punch B+P 10 H 
low blue fist df+P te L dodging punch Fee 10 H 
low blue fist-punch df+PP 20 LH snap kick oe 20 H 
low punch D+P 9 L snap kick-heel drop KK 40 HM 
low kick d+K 10 L lunging kick | pus 30 H 
low kick-heel kick d+KK 29 LH dodging snap kick K+E 25 H 
low kick-sweep D+KK 22 LL crescent _ K+G 25~45 H 
sweep d+K+G : 20~35 a reverse crescent —  b+K+G 45 H 
a sweep db+K+G : 5 L bkw. high jmp knee d,U+P 40 G 
ouble palm D,f+P 20 M fw. high jmp knee d,U+P 40 G 
= f+P 14 M ground punch df+P 10 G 
2 puncture Ny f,f+P 20 M bkw. jumping knee u+P 30 G 
Lc ‘-jump k f,f+PK 40 MH fwd. jump knee u+P 30 G 
“lunging ae chop b+P 20 M low punch d+P 12 L. 
sidekick df+K 21 M sweep d+K 22 L a 
= heel kick D,K 40[35] M reverse backflip kick ub+K 40 M 
__ backflip kick ub+K 0 M P 12 H 
‘-reverse backflip kick ub+Kf+K 70 MM K 25 H 
single swallow kick — uf+K 19 M high reversal b+P+K 25 R-H 
double swallow kick uf+KK 45 MM mid-reversal db+P+K 25 — R-M 
‘continuation uf+KK 55 MMM mid-reversal db+P+K 30 BM 
dodging sidekick df+K+E 21 M mid-reversal db+P+K 25 ~ R-M 
cartwheel kick f+K+G 15 M high/mid-inashi f+P+K 0 _ R-MH 
‘ continuation f+K+G 18 MM pull down throw P+G 50 ot 
reverse backflip kick uf+K+G 30 M cartwheel over stand df+P+G aa : 
‘“-pbackflip kick uf+K+Gb+K 70 MM flip over throw D,f+P+G CO Fi 
punch ™ 10 H overhead cannon f+P+G o) Oe 4 
punch-heel kick PK 39 HH DDT f,b+P+G 55 7 
double punch PP 20 HH reaping thrw. & punch f,f+P+G a0 T 
double punch-sweep PPd+K+G 55 HHL stumbling trip b,d+P+G 30. u 
-straight kick PPK 49 HHH roll over throw b,f+P+G 60 J 
‘-crescent PPK+G 40~60 HHH cartwheel ovr cr.r f+P+K+G pe T-L 
triple punch PPP 32 HHH trap and back punch P+G 40 T-S 
triple punch-kickflip PPPb+K 52 HHHM wall overhead cannon f+P+G 60 T-W 
triple punch-sweep PPPd+K 67 HHHL reverse stumbling le P+G 10 T-B 
‘-Straight kick PPPf+K 52 HHHH ‘-reverse backflip kick P+GK+G ) T-B-Combo 
triple punch-crescent PPPK tr HHHH flying kick running+K 20~70 H 
retreating chop db+P 12 H backflip d,ub 
punch F+P 10 


ancratium fighting style 
continues to intimidate his opponents. 
He’s arguably the strongest character 


in the game. 
low punch d+P L double hell stab P+EP+E 30 HH 
low punch D+P L machine gun hell stab P+EP+EP+E 45 HHH 
low kick b+K L kick K 30 H 
low heel slide d+K+G 21 L kick-toe kick KKK 45 HM 
ankle kick df+K+G 20 L kick-toe kick-hammer KKP 65 HMM 
uppercut df+P 20[19 M kick F+K 30 H 
double upper df+PP 35/34 MM Seca kick K+E 30 H\ 
triple upper df+PPP 55[54 MMM butt bomb pounce d,U+P 40 G 
kenka upper df,df+P 32 M crab pounce u+P 30 74 
lifting upper DF+P 22 M round stomp df+K 15 G 
elbow f+P 19 M a hammer d+P 30 M 
elbow-hammer f+Pb+P 49 MM d+K 30 M 
dashing elbow f,f+P 19 M olor a carry P+G 60{70 ‘4 
dashing elbow-upper f,f+PP 38 MM ick up and slam d+P+G 50 T 
drop elbow +P 20 M ox throw db+P+G @) zx 
two-fisted hammer b,df+P 20 M machine gun hammer db,f+P+G 60 bi 
hell dunk hammer d+P+ 21 M crucifix pile driver f,df+P+G 80{90} 1 
dodging hell stab f+P+K 35 M power slam f+P+G 50 uj 
stomach crush b,df+P+K 20 M military press b+P+G 75 fi 
head-butt b,f+P+K a5 M tackle and grind b,df+P+G 55 T 
toe kick d+K 24 M front back breaker b,f,f+P+G 70{80} T 
toe kick of doom d+Kd>f+P+G 124{134 MT iron claw d+P+K+G 50 T-L 
toe kick-hammer d+KP 43 MM machine gun knee lift d,f+P+K+G 80 T-L 
front kick df+K 28 M ie dati i df+P+K+G 70 T-L 
knee f+K Ke M ackbreaker P+G BON OO T-B 
big boot f,f+K 40 M backbreaker P+K+G 80{100 T-B-L 
shot knee  b+K 22 M coconut crush P+G 50 T-S 
shot knee-hook —  -b+KP 37 MH arm extension b,flf,b+P+G 60 T-S 
axe kick pb f+k 36 M headlock hammer P+K+G 70 T-S-L 
dodging side kick  df+K+E 33 M carry into the wall P+G 60 T-W 
punch P 14 H carry off the wall P+G 60 T-W 
punch-kick PK 34 HH wall grind and knee db+P+G 60 T-W 
double punch PP 28 HH triple shoulder ram __b,df+P+G 50 T-W 
tornado hammer f,b+P 20 H head-butt b,f+P+G 20 pi 
unch F+P 14 H double head-butt b,f+P+Gf+P+G 36 T-Combo 
enka hook b,f+P 33 H triple head-butt b,f+P+Gf+P+Gf+P+G 68 T-Combo 
unch B+P 14 H flying butt attack running+K+G 30 M 
ell stab P+E 20 H fly. superman splash running+P+K 20~40 H~M 
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at punch — 
low punch 
low kick 
double low kick 
low kick = 
shin slicer — 
lunging sweep 
elbow 

toe kick 

toe kick-punt kick 
punt kick | 

punt kick-side kick 
dragon cannon 
sidekick 

illusion kick 
mirage kick 
rising knee 

rising knee-knee 
knee 

knee-rising knee 
lunging knee 

full spin dive 
kickflip 

dodging sidekick 
crescent 

side hook kick 


fwd hopping spin kick 


overhead edge kick 
hopping spin kick 
heel seed 

punch 
punch-sidekick — 
punch-kick 

double punch 
pr punch 

triple punch-kickflip 
double punch ~ 
triple punch 

chop 


, ny punch 


dodging peck 


dodging double peck — 


low punch 
creeping peck 


creeping double peck 


lun ing ow poke 
dodging swipe 
sweeping hand 
wind up swipe 
low kick 

double low kick 
low kick-crescent 
handstand kick 

‘ continuation 
sweep 

lunging sweep 
uppercut 
uppercut-swipe 
dashing upper 
elbow 


elbow-lunging poke 

lunging poke 

helix 

ten reverse helix 

opping spin kick 

oer ead poke 

sidekick 

knee 

reine cee 
“jump k 

hop Mok 

hop kick-kick 

flop over kick 

dodging sidekick 

lunging spin kick 

punch 

punch-heel kick 

double punch 

‘-low swipe 
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it punch 


kic 

double kick 
kick-punch 
kick 


knee smash kick 

knee smash kick... 

dodging kick 

tornado kick 

bkwd highjmpknee 

wes high jmp knee 
kw imp knee 


groune kick 


hon kick 
spin kick 
low punch 
sweep 


oa 


mule kick 
hop kick 
suplex 


clothesline takedown 


triple knee bash 
leg hold takedown 
back drop 

back drop 

neck breaker 


quadruple knee bash 


running knee 
backflip 


backward moonsault 


forward moonsault 


triple punch 
punch : 
dodging punch © 
spinning swipe 
eye poke 


dodging double poke 
kick 


double kick 

kick 

dodging kick 

bkwd heel slam 

fwd heel slam 

tee chop 
kwd elbow slam 

fwd elbow slam 

flop over kick 


trip throw 
through the legs 
kickflip throw 
alpha counter 
frontal piggy back 
dines el row 
at strike kick 

falling neck choker 
piggy back 

knee strike 
sky strike kick 
choke into wall/pull 
cartwheel 
backward sidestep 
forward sidestep 


nee pounce 
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d,ub 
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ira, Jacky’s always been é 


alanced character similar to hi 


low punch 
low backfist 
low backfist-sweep 
low punch 
low kick 
double low kick 
shin slicer 
elbow 
elbow-heel kick 
beat knuckle 
lightning kick 
lightning kick 2 
lightning kick 3 
4 lightning kick 4 
. agile kick 5 
shot knee 


figh 


d+P+KKKK 
d+P+KKKKK 
db+P+K | 


lightning kick variant 2 db+P+KK 
lightning kick variant 3 db+P+KKK 
lightning kick variant 4 db+P+KKKK 


‘variant 5-low 
‘variant 5-high 
toe kick 

side kick 

side kick-heel kick 
knee 

punt kick 

side hook kick 
kickflip 

dodging side kick 
heel seed 
mid-spin kick 
kickflip 

punch 

double punch 
triple punch 


af 
unch 


low 


db+P+KKKKd+K 
db+P+KKKKK 
d+K = 


me ) Hble- 


hook punch 
double hook 
punch 
punch-kick 
double punch 
triple punch 
backfist 
double backfist 
dodging punch 
kick 
dodging kick 
crescent 
crescent-sweep 
bkwd high jmp knee 
fwd high jmp knee 
bkwd Es ae knee 
fwd fe eye nee 
ground kick 

unch 

ick 
low backfist 
low backfist-sweep 
sweep 


sweep 
oh 

k 
brain buster 
arm lock and knee 
trip and hammer 
clothesline takedown 
bulldog 
off the wall bulldog 


switch stance 
backflip 


Sait 


ight’p 
trp! straight punch 


K+E 


P+G 
df,df+P+G 
f,b+P+G 
f,f+P+G 
P+G 
f,f+P+G 
d,d 
d,ub 
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sw 


low back push db+P dodging punch H 
low back push DB+P 1 L bkwd ddg-2fisted b+P+E 30 H 
low back push-sweep DB+PK 30[31] L kick K 25 A 
drunken sweep d+P+K 10° L double kick KK | oo | AA 
double drunken sweep D+P+KK 20 LL. ‘-low backfist KKd+P i) HHL 
triple drunken sweep D+P+KKK 30 ees ‘-backfist KKP 45 HHH 
low kick d+K 10 . kick F+K 20 H 
Sweep df+K+G 20~30 4s dodging kick K+E 25 H 
old man knife d>f+P 28 M falling double kick db+K+G 20 H 
‘-backfist d>f+Pb+P 46 MH ‘continuation db+K+G 35 HH 
uppercut df+P 19 M leaping sitting pounce d,U,P 40 cw 
old man palm D,f+P 30 M spinning elbow drop df+P ag G 
knuckle f+P 15 M backward heel stomp u+P 30 G 
knuckle-hip check f+PK 43 M forward heel stomp  u+P 30 G cl 
double knuckle f+PP 28 M retreating two-fisted UB+P 20 G a 
‘-hip check f+PPK 56 M advancing ‘ UF+P 20 G ‘i 
‘-backfist f+PPP 38 MMHS punch b,b+P 12 H 
‘-packfist-hip check §f+PPPK 66 MMk spin kick b,b+K 30 H 
lunging upper b,df+P 23 M sitting low punch d+P 14 L 
thrust punch P+K 12 M Mens d+K ie 25 L 
‘-sacrifice toe kick P+KK a5 MM thrust kick P+K 15 M 
‘-thrust punch df+PP+K 45 MH ‘-sacrifice head thrust P+KK 36 MH 
‘~.’-sacrifice toe kick | df+PP+KK 68 MHM punch P 12 H 
twisting dblfist strike f+P+K : 39 M ag D+P 12 H 
drunken crash f,f+P+K 16 M i K 30 H 
retreating two-fisted ub+P+K 30 M sit down d,d 
tornado punch uf+P+K 30 M low kick & stand up _ sitting,d+K 12 LL 
sidekick df+K 21 M flip over kick sitting,K 20 M 
cartwheel kick ff+K 29 M drink and stand up _ sitting,P+K+G 0 
falldown kick b+K 24 M lie down from sitting _ sitting,d,d 
mule kick. u+K 26 M lie down b>f 
sacrifice drop kick ub+K 30 M sweep and stand up _lying,d+K 24 i, 
stepping flip over kick uf+K 35 M rollover scissor kicks lying,F+K 10 L 
dodging sidekick df+K+E 21 M ‘continuation lying,F+K 16 LL 
dodging cartwheel kick f+K+E 20 M thrust kick bad |K 18 M 
hopping spin kick K+G 35 M dance punches 50 i 
scorpion kick d+K+G 25 M over shoulder switch df+P+G 0 t 
retreating hopping kick b+K+G 20 M ull down & elbow b+P+G 50 7 
punch P 10 H ack kick b,df+P+G 40 I 
punch-heel kick PK 30 HH tidy bowl throw P+G 40 T-B 
double punch “is ae HH running cartwheel running+K ao 
double punch-dodge PPd+E Ze HH backflip d,ub 
punc +P 10 H retreating dodge b+E 
retreating bckhnd b+EP 15 H backward dodge ub+E 
backfist b+P 24 H forward dodge uf+E 

b,f+P 8 H drink d+P+K+G 


straight punch 


-Taka-Arashi gives all fans of the sumo style 
of wrestling something to cheer about. In the 
game, he plays very similar to that of Ganryu 
from the Tekken series with his Open Palm 
speed lb spe] ze 
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__ low slap d+P 14 L five punch rush PPPEP 55 HHHHH 
~ low Swine d+P+K 15 L ‘-head thrust PPPPPf+P 79 HHHHHH 
' double low swipe D+P+KP+K 25 AR six punch rush errr Pe 65 HHHHHH 
__ low kick d+K 25 3 punch B+P 10 H 
fee Uppercut df+P 21 M Cat’s trick P+K+G 5 H 
~~ uppercut-punch df+PP 31 MH kick K 30 H 
sat two-handed upper df,df+P 32 M ground slap df+P 6 G 
~~ double palm D,b,f+P 20~80 M double ground slap df+PP 10 G 
~~ slap D,f+P 20~65 M bw sa stomp df+K 20 G 
— elbow f+P 19 Ms d+P 12 L 
__ elbow-toss f+Pf,b+P+G 79 MT d+K 25 L 
__ elbow two-handed f+PP 49 MM sop P 12 H 
__ short sumo thrust f,f+P 20~30 M K 36 H 
— ‘-punch f,f+PP 34~44 MH hip toss P+G 50 i 
— ‘-double punch f,f+PPP 48~58 MHH head grab and trip db+P+G 65 a 
— single palm b+P 28 M face thrust df+P+G 45 i 
2 handed sumo thrust b,f+P 20~80 M sumo toss D,b+P+G 70 ii 
beat knuckle +K 29 M bear hug and splash _ f,f+P+G 55 i 
— overhead oe db+P+K 21 M head grab and wiggle b>f+P+G 80{90} t 
_ Super two-handed upper df+P+K 38 M side suplex df+P+K+G 0 Tak 
__ two-handed upper DF+P+K 28 M lift up and slam P+G 65{95} T-B 
_ thrust palm +P+K 10 M vicious face thrust P+G 0 T-S 
_ double thrustpalm  f+P+KP 20 MM opening cat’s trick P+K+G He T-C 
__ triple thrust palm f+P+KPP 30 MMM opening low cat's trick d+P+K+G 1(5, T-C 
~ ddg two-hand hammer b+P+K 25 M triple wall smash f,f+P+G 60 T-W 
_ low cat's trick d+P+K+G 5 M hip toss into the wall b+P+G 60 T-W 
sidekick df+K , M grab f+P+G 0 
shot knee ies 26 M grab-turnover throw f+P+Gb+P+G 60{65} T- Combo 
a Neel drop b+K 32 M grab-trip f+P+Gd+P+G 60 T-Combo 
e unch iz 10 H grab-suplex f+P+GP+G 60 T-Combo ~~ 
double punch PP 20 HH catch b,f+P+G 0 T-C 
~~ double punch-slap PPf+P 40~85 HHM catch-sumo rea b,f+P+Gb+P+G 75 T-Combo | Pe 
- three punch rush PPP 32 HHH catch-turnover throw b,f+P+GP+G 65 T-Combo — 
nN punch rush PPPP fq HHHH running thrust running+P+K 20~70 M & 
fig ar 


4 

P 

4 J 

; low punch d+P 11 L } fwd cit leaping fist u+P 30 G 
double stop d,d+P 18 s chop b,b+P 14 H 
low punch D+P 9 L ‘“-double low punch b,b+Pd+P 28 L 

w low kick d+K 12 L low d+P 10 a 
ankle kick db+K 20 L low kick d+K 12 L 2 
sweep d+K+G 20 E ankle kick df+K 20 L e i 
overhead chop df+P_ 23 M low kick D+K 12 L =} 
dashing elbow D,df+P 10~21 M punch P 12 H si 
elbow f+P 19 M D+P 12 H re 
elbow-spinning strike f+PP a0 MM snap K 20 H bas 
spinning elbow f+P 27 M kickflip reversal ub+P+K 25 R-K-Flip 
overhead super chop df+P+K ge, M kick reversal f+P+K 30 R-H i 
front kick df+K 21 M punch reversal f+P+K 30 R-H 3 
knee f+K 20 M crescent reversal b+P+K 0 R-C = 
knee-jumping kick f+KK 40 MH =e kick reversal b+P+K 20 R-H 3S 
dodging side kick df+K+E 21 M = unch reversal’ b+P+K 25 R-H és 
punch P 10 H nee reversal db+P+K 30 R-M _ 
punch-heel kick PK 39 HH mid-reversal db+P+K 30 R-M ae 
double punch Pr 20 HH low kick reversal d+P+K 25 R-L 
double punch-elbow PPf+P 40 HHM low punch reversal d+P+K 25 FL x 
‘-’-spinning chop PPF+PP 60 HHMM Sweep reversal d+P+K 0 R-L Pe 
‘-straight kick PPR 50 HHH low kick reversal D+P+K 20 R-L ve 
triple punch PPP 32 HHH low punch reversal D+P+K 20 R-L i 4 
triple punch-sweep PPPd+K 52 HHHL kick inash b+P 0 R-H ¥ 
triple punch-knee PPPK 67 HHHM punch inashi b+P 0 R-H Pe | 
punch B+P 10 H elbow inashi db+P 0) R-M ‘fi 
dodging punch P+E 10 H mid kick inashi db+P 0 R-M Sy 
side cho P+K 8 H hair grab takedown db+P+G 45 ff ; 
double side chop P+KP 17 HH second control throw df+P+G 50 T As 
machine gun s. chop P+KPP 26 HHH third control throw D,f+P+G 50 T | 
spinning strike f+P+K 20 H sixth kyu obi throw =b+P+G 50 T 2 
helix f f+P+K 20 H third control takedown d+P+K+G 60 T-L B 
spinning strike-elbow F+P+KP 40 HH fierce pat down P+G 50 T-B rg 
Pan ak chop b,b+P+K 14 H rotary throw P+G 40 T-S od 
snap kic K 20 H pou throw df+P+G 25 T-G 4 
snap kick-heel drop KK 44 HM st dan throw-style | f>b+P+G 30 BA 
snap kick F+K 20 H 1st dan throw-style Il b>f+P+G 20 t 
dodging snap kick K+E 20 H 2nd dan throw-style | f>b+P+G,flb,d+P+G 50 T-Combo 
bkwd akuma drop d,U+P 40 G 2nd dan throw-style Il f=>b+P+G,flb,\u+P+G 65 T-Combo | 
forward akuma drop d,U+P 40 G 2nd dan throw-style Illb>f+P+G.flb,d+P+G 40 T-Combo | 
ground wp df+P 10 G 2nd dan throw-style IV b>f+P+G,flb,u+P+G 55 T-Combo 
~ bkwd spiral leaping fist u+P 30 G 


Be tricky—mix up the 


highs and lows, keep 
your distance. Use 
long-range attacks 
such as the Low Thrust 
(S+K) to start a fireball 
combo. Use the. Flip 


Kick to attack oppo- 
nents as they jump in. 


oe 
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ot only are the levels very 

_ beautiful but they can be 
very deadly too. Take the 
Executioner’s Stage for 
example (top two pix): There 
are spikes on the floor 
outside the arena, spinning 

- spiked barrels to impale your 
_ opponent and a pendulum 
Swinging from the ceiling. 


Al’ Rashid’s Ss “Blade T T 
on crouched er 


WovES— 


Play from a distance and play 
defensively. If your opponent 
isn't attacking, entice him/her with 
a Corpse Kiss. lf he/she gets too 
close, use B+Q to hit him/her in 
the face with the spike on the 
end of the ax. The Grave Digger 
5 is an effective anti-air attack, and 
#4 if you feel lucky, use the Fierce 
: attack (Q+S). 


vO Wi 


4 Possibly the first 3-D polyg- 
| onal game to have real-life 
: fatalities. The graphics in 


With the longest - 
weapon in the game 


dur range and just: 
theirs. lf they close in ¢ ky 
e hi te a st (B+S) to” 
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Appearing in an arcade near you is Capcom’s 
newest fighting engine, DarkStalkers 3: Jedah’s 
Damnation. This time around, four completely new 
fighters join the original ghoulish cast for a grand 
total of 15 possible characters from which to 
choose. (Donovan, the dark hunter from part two is 
mysteriously missing as well as the Bosses 
Huitzil and Pyron.) 

While the tried-and-true 2-D fighting theme 
remains pretty much unchanged, the new fighters 
Jedah, Lilith, B.B. Hood and Q-Bee along with 
some great new animations, moves and specials for 
the old characters, promise this one will be good. 


It's too bad Little Red Riding Hood never packed an 

Uzi like her DarkStalker’s look-alike, B.B. If she did, that 
fairy tale would have ended pretty quickly. Somewhere 
in that basket of hers, B.B. Hood also stashes a rocket 
launcher to nail those opponents who just won't stay 
down. Also, she travels with a little puppy companion, 
although it’s not yet known whether or not she can 
actually command him. 

D,DF,F+P (air) 

D,DB,B+P 

F,DF,D,DB,B+K 

F,D,DF+P (Guard Reversal) 


Specials: 
Special Move 1: B,DB,D,DF,F+2K, K 
Special Move 2: D,D+2P 


The Messiah himself, Jedah looks like a 
very impressive character. His giant scythe : Charge B,F+P or K 
has an enormous attack radius for hitting : Charge D,U+K 
those hard-to-reach opponents. Also, one : Charge D,U+P 
of his specials, when connected, can pull his D,DB,B+P 
opposition through the gate into hell for a massive , 
oEMareet site nflicted by damned souls. ie ial PEE 
Specials: 


Special 1: B,DB,D,DF,F+2P 
Special 2: B,DB,D,DF,F+2kK 
Special 3: F,DF,D,DB,B+2K 


All moves were performed on a preliminary copy and are subject to change. Ultimate Fightine*Guide 65 


Bs Se at 


Move 1: D,D+P,K 
Move 2: Jump,D,DF,F+P 

Move 3: D,DB,B+K (air) i 
Move 4: D,DF,F+K (after Inhale)(air) 
Move 5: B,F+P 

Move 6: D,DF,F+P 


Special 1: Forward,Jab,D,Short,Strong 
Special 2: B,DB,D,DF,F+2K 


Q-Bee is anyiet new contestant to the 


», DarkStalkers tournament. At her command pe | . 
is her giant army of bees that aid her : (Ss aw iW 
a in battle. Bs Move 1: B,DB,D,DF,F+P 


Y \ Move 1: B,DB,D,DF,F+P (air) | Move 2: D,DF,F+P (after Snap Sword) 
“S) Move 2: D,DB,B+K (air) ee ae : eee gy Reversal) 


Move 3: __ Tap K (air) , | Move 5: Charge B,F+K 
Move 4: F,D,DF+K (Guard Reversal) 


Specials: | Special 1: F,DF,D,DB,B+2P 


|Special Move 1: F,D,DF+2P (air) Special 2: B,DB,D,DF,F+2K 
|Special Move 2: B,DB,D,DF,F+2K (air) | 


Deragii 


Move 1: D,DF,F+P (air) 
Move 1: Move 2: F,D,DF+P (Guard Reversal) 


Move 2: FD DF+P . | 
. yl, Move 3: D,DB,B+K 
Move 3: D,DB, B+K (air) 2 Move 4: DU " 


. Specials: 
Special 1: D,F,DF+2P Special 1: F.D,DF+2K 
Special 2: D,F,DF+2k Special 2: Jab,Jab,F,Short,Fierce 
. (air) 


Lilith is a succubus like Morrigan, and is also new to the 
mn > ; DarkStalkers scene. Her specials (in one she shoots her 
eV { { opponent through a bow) have to be seen! A: 
Move 1: D,DF,F+P : : “dA 
Move 2: F,D,DF+P ——<- eg pe Ae 
Move 3: F,D,DF+K eS de a ad 


(Reversal) 
Move 4: D,D+2K 


Special 1: B,DB,D,DF,F+2P 
Special 2: B,DB,D,DF.F+2K 


ee : SS 


Ea SSS |, ee ~All moves were performed on a preliminary copy and are subiect to chanae. 


_D,DB,B+P (air) 
A D,DF+P (air) (Reversal) 


Each character can now perform 

a new “Dark Force” attack that — 

_ transports you and your oppo- 

nent to another dimension and © 
momentarily gives you special — 

- powers at the same time! 


‘Special 1: B,DB,D,DF, Fa2K 
goo 2: 


‘Cherce B,F+P 
Charge D,F+P 
Jump,U,D + P 

Charge D,U+K 


Move 3 B og DEF+K 
Move 4: F,D,DF+K 


Special 1: F,.DF,D,DB,B+2K 
Special 2: F,B+2K 
Special 3: F,D,DF+2P 


| Special 1: 
Special 2: F 
Special 9: 


pay 


Move 1: Charme B, F+P 
Move 2: Charge D,U+P 
Move 3: F,D,DF+K (Reversal) 
Move 4: D,DB,B+P 

Move 5: D,DF,F+K 


Special 2 8 | 
Special 3: 


_ Step in Upper 

_ Kakato otoshi 

- $kulloDash 

- SkulloBackflip 
-Skullohead 

-SkulloCrasher 

-SkulloSlider 

-SkulloDive 

-SkulloTkatchov 


Super Skulloslider 
SkulloDream 
- SkulloDream Final 


Dash Straight 
Dash Upper 
Final Turn Punch 
Batting Hero 
Soccer Ball Kick 


STANDARD CHARACTER MOVES LIST 
: fw, MP 

: fw, MK 

: fw, fw (can hit enemy) 
: bk, bk 

: fw, dn, dnfw Punch 

: QCF Punch 

: QCF Kick 

: bk, dn, dnbk Punch age 
: bk, dn, dnbk Kick, hold LP + MK+43!;7 
Super SkulloCrasher : : 


QCF x 2 Punch 


: QCF x 2 Kick 
: LP, LP, fw, LK, HP i 
; During Skullo Dream, hold LP + MK, 


dn, bk, fw, fw, dn, bk 


: bk fw Punch 

: bk fw Kick 

: all P or K, release 
: HCF Punch 

: HCF Kick 


* can Punch & Kick away projectiles! 


Home Run Hero 


QCB x 2 Punch 


SIR, 1 
5) \U) 4p 


Taunt : &é 


Crazy Jack : bk fw, bk, fw Punch... 

* then press P for straight, or K for Upper 
Lazing Buffalo : bk fw, bk, fw Kick 
Spin Bk. Knuckle : fw, HP — 
Rolling Sabot : - or bk, MK 
Heavy Stab Kick fw or bk, HK 
Flying Buster Drop’: in air, near enemy, dn or fw or bk + MP ae 
Sonic Boom : bk,fw, PUNCH Aon 
Somersault Kick : dn,up, KICK 
Opening Gun Bit : dk, fw, bk, fw PUNCH = 
DbI. Somersault K. : bkdn, fwdn, bkdn, up, K V4 
Forward roll : QCB, Punch 
Windmill of Hell : In alr, near enemy, bk or fw or dn + MP7 
HADOKEN : QCF, PUNCH 
SHORYUKEN : fw, dn, fwdn PUNCH 
HURRICANE KICK: ( QCB, KICK ) x 4 
Shoryureppa : QCFX2, PUNCH 
Shinryuken : QCFX2, KICK 
Flying Body Attack : Jump, dn + HP 
Back Drop : near back of enemy, fw + HK 
Double Lariat : ALL PUNCH 
Quick Double Lariat : ALL KICK 
Spinning Piledriver : 360, PUNCH 
Siberian Suplex : 360, KICK 
Final Atomic Buster : 360 x 2, PUNCH or ALL PUNCH (level3y 
Super Stomping QCFX2, KICK 

*to cancel Super stomping do QCB Kick | Ma 
Senpukyaku fw, MK 
Fireball QCF, PUNCH 


Dragon Punch 
HURRICANE KICK 
- Shinkuu Hadoken 


: fw,dn,fwdn, PUNCH 
: (QCB, KICK ) x3 
: QCFX2, PUNCH 


Shinkuu Hurricane Kick: QCBX2, KICK 
Air Shinkuu Hurricane Kick: In air, QCBx2, Kick 


Elbow Crash 

Snipe Kick 

Flowing Water 
Elbow Attack Crash 
Crushing Blow 
Counter Attack 
Swift Attack 

Swift Kick 


: fw, HP 

: fw, HK 

: near, bk, HCB Punch 
: QCF Punch 

: during above move, QCF Punch 
: bk, dn, bkdn, Punch 
: QCB Punch 


: QCB Kick 


during Swift Attack or Swift Kick: QCB P or K 


Kineneki 
Skill of Phoenix 


Arakuru Risuto 
Arakuru Risuto 
Double Jump 
Purim Kick 
Ten’ el Kick 

- Drill Purrus 
Dance.Uindo 
Drill Purrus(40,60 80) : 
Puraekh Ra'am 
Res Al khana 


Kill Blade 
Knife Nightmare 
Death Spinkick 
Dark Wire 
- Dark Hold 

_ Dark Spark 
 Ex-plosive 
KI Trump 


‘Spinning Bird Kick 


_ Hundred Kick 
Inner Strength Paim 
Thousand Kick 
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: QCB x 2 Hold Punch 
: QCB x 2 Kick 

: fw,MP 

: Jump dn, MP 

: In air, up once 

: fw, dn, dnfw Kick 

: QCB Kick , 
: QCF Kick a | 
: In air near enemy, fw or dn or bk + asi J 


Jump QCF Kick 


: QCB x 2 Kick 

: QCF x 2 Kick 

: fw, dn, dnfw Punch 

: fw, MP 

: fw, MK 

: QCF Punch 

: when D.wire hit, bk + Punch 
: when D.wire hit, punch 
: QCF Kick 

: QCF x 2 Punch 

: QCF x 2 Kick 


: In air, near enemy, dn or fw or bk + MP 
: Jump, dn + MK 


: QCF KICK 
_ Flying Swallow Kick : 


QCB KICK 


: KICK repeatedly 
: QCFX2, PUNCH 
: QCFX2, KICK 


Les 
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Forward Roll 
SENPUUKYAKU 
Demon Dive Kick 
War God Warp 


Great! Fireball 
Flaming Fireball 

Air Slash Fireball 
Great Dragon Punch 
Hurricane Air Slash K.: 
Destructive Gr. FBall 
Destructive Gr. DP 
Demon Gr. Air Slash 


instant Hell Murder 


: QCB punch 

: fw + MK 

: Jump, dn MK 

: fw, dn, fwdn or 


bk, dn, bkdn + 3P | 
or 3K 


: QCF punch 

: HCB punch 

: Jump QCF punch 

: fw, dn, fwdn punch 


(QCB kick)x3 


: QCBx2 punch 
: QCFx2 punch 
: jump QCFx2 


punch 


: LP, LP, fw, LK, HP 


AKUIVIA 


GECRETS, CODES, 


Ganges DDT : In alr, near fw or 
dn or bk + HP 

Daran Catch : bk,dn,bkdn Punch 

Lariat : fw,dn,fwdn Punch 
*light Lariat hit away projectiles 

Ganges DDT : fw,dn,fwdn Kick 

Brahma Bomb : 360 Punch 

Bridge of Indra : 360 Kick 

Lariat of Dusk : QCF x 2 punch 


Spr. Bridge of Indra _ : QCB x 2 kick 
Chouuzetsukishin =: 360 x 2 punch 


DURAN 


Hand Chop : fw MP 

Step Side Kick : fw MK 

Lightning Knee : fw,dn,fwdn Kick 
Shoot Kick : QCB kick x 3 
Shoot Upper : fw,dn,fwdn Punch 
Sliding Arrow : QCF Kick 

Mirage Combo Kick : QCF x 2 punch 


SpinSide Shoot : QCF x 2 kick 


BLAIR 


Martial of Dragon : fw MK 
God Force Initialize :QCF punch 
Demon Dragon Flash: fw,dn,fwdn punch 


Phantom Whirl : QCB kick 

Coyote Murderer : QCB x 2 punch 

God Demon Initialize : jump QCF x 2 
punch 

Evil Omen Dance ; LP LP fw LK HP 


Uriya-! Kick : fw, MK 
Uotsushiya-!! : near HCB Kick 
Soul Force : QCF punch 
Raising Dragon : fw,dn,fwdn punch 
Justice Fist : bk,dn,bkdn punch 
* can hit away projectiles 
Fire Force : QCF x 2 punch 
Triple Break : QCF x 2 kick 


SHO pei A on _ at a lS 
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Hidden “EX” Characters! 


There are four presently known “EX” characters: Tung, Andy, 
Terry and Blue Mary. They appear to be “evil” versions of 
their normal selves. To access these special characters, place 
the cursor over their standard counterparts. Press and keep 
holding Start. Press B, B, C, C. Hold down the B button after 
the second press. Wait for one half second and then press 
and hold the C button. (You should be holding Start, B and 
C by now.) Press A or D to select a color. Once this is done, 
you are clear to release the aforementioned buttons. Enjoy! 


Wolfgang Krauser 


Blitz B QCB+AorC Leg Tomahawk QCF +B 
Dangerous Throw HCF + A [near] Lift Up Blow HCB + B [near] 
Phoenix Counter Th. HCF +C 
Kaiser Wave B, oe + BC (Hold for three levels of power-up) 
Gigantic Cyclone HCB, F, DF, D +_C [near 
Deadly Rave HCB, F, +A, A, B, C, B, C, A, B, C, QCB + AC 
or HCB, F, +A, A, B, C, B, C, A, B, C, C, 
or HCB, F, +A, A, B, C, B,C, A, B,C, HCBx2+C 
cung Fue Rue . 
Step Fist QCB+AorC Thousand Kick ee 
Spit Projectile QCF +A Fierce Show-ha Db, (Hold) F + C 
Super Taunt Rapid buttons during taunt. 
Senpu-Gouken F, DF_D, Up + C 
Geki-Hou F, B, Db, D, DF + C (Hold to power up) 
Cheng Chinzan _ a 
Dropping Projectile QCF +A Anti-air Projectile F,D,DF +A 
Ground Roll (Brk on C)B, ag F+AorC Tummy Float D, (Hold) Up +A 
Tummy Counter HCB + 
Electric Drop Db, (Hold) D, F + BC Floating Cannon F, DF, D, Db, F+ C 
Laurence Blood . 
Bloody Saber(up to 3) QCF. +A Bloody Spin (Brk on C)B, (Hold) F +A or C 
Ole Benge A+B Bloody Axel QCF +AorC 
Bloody Cutter A, B or C from Bloody Axel 
Bloody Shooter QCB +AorBorC from Bloody Axel 
Bloody Press BorF+C tinea) from_Bloody Axel 
Bloody Flash DF,HCF, Db + B Final Death Bloody OD, DF ,HCB+C 
Terr Bogard 
Burn Knuck QCB +AorC Power Dunk eo oe ee 
Power Wave QCF+A Round Wave Cr aC 
Passing Sway QCF +D Power Charge B,FF+A 
Rising Tackle D, age m +A Power Geyser QCB, Db, F + BC 
Triple Geyser QCB, Db, F+C 
Andy Bogard 
QuickSilver Elbow Db, F-+AorC Ku-ha-dan Db, QCF +B 
Shou-ryu-dan FD DE+C Hishou-ken QCB +A 
Explosion Quake HCB +C Chou-reppa-dan D, (Hold) DF, F + BC 
Zanei reppa Db, QCF+C 
Joe Higashi = 
Explosiofy Punches A Rapid Explosion Finisher QCF +A from Exp. Pnch. 
Slash Kick Db, +BorcG Tiger Kick ED DOF +6 
Golden Heel QCB + Pressure Knee FO DOF +C rm 
Hurricane Uppercut HCB+A Explosion Hurricane HCB +C aol 
Screw Uppercut F,B, Db, D, DF + BC Sliding Screw Upp. __—siF, B, Db, D, DF + C 
Mai_Shiranui i “line” 
Fan Throw QCF+A Gale Fan (up to four) QCOB+C Back from the last FF va the line 
Flaming Dragon Tail QCB+A | Fire Replicas D, (Hold) Up +C system of two-planar fighting. Now 
Mussasabi Fly D + AB in Air Ankle Tackle HCF + 5 ‘ = ——" 
Triangle Jump UF, at edge of screen Flaming Ankle Tackle F, Db, F + BC you can switch lines while jumping! 
Crimson explosion F, Db, F+C 


. . Moves Key: 
eoraku Mechizug Consult the below picture for button configurations. 


A rapid : eee 

Replica Stick Finisher F + C or DF + C or Db + C or UF + C from Replica Stick Blow Directions are listed as U,D,F or B, or any combination 
Demonic Punches FB F + Spike Throw On aA thereof indicating diagonal motions. QCB,QCF = Quarter 
Petite Sokakus QCB +A Electricity Shots fo) OF ee Circle back or forward. HCB, HCF = Half Circle back or 
Demonic Piledriver 1 Circle+C [near] Barrier HCB + B forward. Moves listed in italics are Guard Breaking 
ete moat Sea ee Late #2 B + B [near] moves. Dark red indicates a Death Move. Bright red 

SS Ent ieee me indicates a Super Death Move. 
Spr. Lightning F, DF, QCF + BC Splatter (Unguardable) F, DF, QCF + C 
Bob Wilson 
Rolling Turtle QCB +B Monkey Dance OOF B 
SideWinder QCB +C Bison Horn D, (Hold) Up + C 
Wild Wolf B, (Hold) F +B Hornet Attack DE, DF + C from Throw 
Dangerous Wolf F, HCF + BC Madspin Wolf QCBx2 +C bi 
Hon-Fu | ik [ot 
Kulong’s Prediction HCF+C Flaming Knu. (on C) F,D,DF+AorC 2 om, | ; 
Aerial Smasher QCB +B | . 3 : eed 
Berserker Nunchukas QCB +A Rapid (Stop pressing to hit) er Be 
Berserker Flip QCB+C Rolling Head-butt Db, (Hold) F +B : SUPERPOWER} SHIFT aa 
Finishing head-butt C apie after Rolling Head-butt a i ATTACK | PLANES ia 
Explosion Roll QCB, Db, F + BC Kadentsa’s Storm QCB, Db, F+C i 
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Jerry, Andy, Joe, Kim, Tung, Hon-Fu, Chon- 
¥ Rei, Billy (* =Chon-Rei & Billy cannot) 


a 


kken-style “Rush” Combo system... 


= 


SULIT Y= Use the charts on the right side of this 
=S sueenenem) & 
page to construct your own “Rush” 
combos. Much like Tekken or Mortal 
Kombat, there is now a methodical 
approach to creating your own 
customizable combos. Depending on 
what character you use, a different 
method may apply. Consult the charts 
for the specific pathways to combos! 


Sareea 


Yamazaki, Bob, France, Duck King, Krauser 
(“ =Duck only!) 


Sinan 


R uji Yamazaki 


aké arm QCB+AorBorC Multisnake Arm Hold button after snake arm 
Knife Slash F,Db,F +A Sadomaso HCF +B : 
Projectile Reflector D,Db.F+C(Holdtoreflect) =. #§.—=S+—-<—=—s—#_i'6@©cC.i.i.. iqggéééiéitéséssésé;ésétéséséigg##= ai 
B Up + La Guilotinne F, OF, D, Db, F + BC ft ™- ie 


Explosion Head-butt  F, 
La Drill 1 


Jin Chonshu 


Citcié +'C Inear} Blue Mary, Sokaku (* = must be either first or 


Elbow Smash ,F+A Emperor's Teleport HCB+AorBorC 
Twisting Uppercut F,D,DF+AorC energy Ball QCF+AorC 
Aerial Energy Ball eS, Bees = Soul Stealer nese F +BC (Can be done 
in air 
Emperor's Fury QCB, F+C 
Jin Chonrei 
Elbow Smash FLF +A Ext.Elbow Smash FFF+A 
Twist Upp. (Brk onC) F,D,DF+Aorc Energy Ball GCF<=C 
Ground Rol QCF +B Projectile Reflector QCB+B 
Soul Stealer QCB,F+C Neo Emperor's Fury F, B, Db, D, DF + BC 
Emperor's Rage F, B, Db, D, DF + C 
Duck Kin —e 
Headspin Attack QCF+AorC Dancing Dive QCB +B A : A : 
Flying Spin Attack QCB + Ain air Neo Break Storm FE, D_DPF 6 Down+A . — 
Cross Headspin Gch p Aerial DuckFake D x 2 in Air LA Re 
Ground Duckfake DF +Cduring dash Break Spiral HCF, UF, D + BC por aaeaaieataas | 
Duck Dance Dx2+ABC Rolling Punisher After Duck Dance B, (Hold) F, 
B,F+BC 

Kim Kaphwan ‘ 
Crescent Slice acB +8 orc Air Twister FD, DF +A a " a4 Forward+C 

ip Kic O ~ omper in Air + 5 ee 
Crime Sweeper DF +A from Stomper Energy Kick QCB+A a ae Back+C 
Phoenix Stomp HCF + BC Phoenix Combo QCB, Db, F+C _ —a an a 
Franco Bash 
Zapper QCF+A Double Gon QCB+A 
Weaving Blow HCF + BC Golden Bomber Db, yield) F+C 
Guts Dunk QCF, UF +B Barom Punch A + A 
Megaton Screw QCB, Db, F + BC Armageddon Buster HCB+C ‘| 'Down+A 
Billy Kane | : B 
ag uae re pee) F+A nat es te sau Stick Attack : 

ick Twists apl ragon Flame ~ : 
Vertical Stick Attack QCB+A “i | Down+B 
Flaming Tornado Stick D, DF, HCB + BC Death Tornado D, DF, HCB + C 
Blue Mar ; : 
Straight Slicér B, yee F+B Sting Sa! B, F + B after Straight Slicer 
ee rey ro Dees Mary Snatcher F,D, DF + B After Vertical 

rrow hits 
Spin Fall QCF +A Bashoot Elbow F x 2+C from Throw 
Backdrop Real ~ DF x 2 + AB [near] Counter Throw QCB+B 
Ctr. Throw (oie, & al CB+C 
Mary Splash Rose F, HCF + BC Mary Typhoon F, HCF + C [near] 

Hidden “EX” Characters 

Ex. Tung Fue Rue 7 
Old Step Fist QCB +AorC Thousand Kick Db, Hold UF + B [near] 
Old Geki-Hou pape C Old Show-ha Db, (Hold) F + C 
Senpu-Gouken F, DF, D, Up + C 
Ex. Andy — 
Neo QuickSilver Elbow Db, F+A Flaming FlipKick B,D,Db+B 
Neo Geki-Hishouken QCB+C Chou-reppa-dan D, (Hold) DF, F + BC 
Neo Zanei reppa Db,QCF + C 
34 Billy . 
Stick Atta B, (Hold) F+A Flamer Stick B, F + C from Stick Attack 
Stick Twists A Rapid Old Dragon Flame QCB +B 

Dragon Buster QCB+C Vertical Stick Attack QCB+A 

lam A jome Stick D, DF, HCB, Up Back, + BC 
Scarlet Uppercut F, DF,D +C 
Ex. Blue Mary 
Old Straight Slice (Hold) F +B Old Mary Snatcher E Db -DE so 


B, F 
Old Mary Typhoon F, HCF +C D+C) Back+ - 


dis iPad sa Ae 2s Abbess EH RI WCLU SARE AL EPA HERB SHE Bt) 2160! 


Samurai 
Shodown IV 
Basic Stuff 


The below operations can be 
performed by any character. 
All motions assume a charac- 
ter who is facing right. 


STANDING MOVES 


Dodge A+B 
Sidestep f+AB 
Overhead Hit BC 
Throw to back b+C 
Throw to front  f+C 
Counter QCB,f+D 


(both with and 

without weapons) 
Attack down(near)df+S 
Attack down(far) up+S 


Run ff 
Retreat b,b 
Pick up weapon AorB 
ON THE GROUND 
Swift Recover _ f,f or b,b 
Quick Recover ub or up 
or uf 

Lift Recover button 
Jag 

AUXILIARY 
Taunt start x 3 


(this Causes you 

to drop weapon) 
Honorable Death b,d,f+start 

(a.k.a. Suicide!) 


MAULTISLASH STUFF 


Start MultiSlash CD 
Some four-hitters 


A,A,A 

A,B,C 

B,B,C 
The 14-hit pattern 

fw, AABBCCA 

BCCCCC 

SUPER MOVES 

Disarmer b,f,d+AB 
Final Fatality d,d,u,f,f+C 
POW Explode ABC 

after ABC 

or BCD 


PLAYER LEVEL 


When selecting a character 
to play, you must select 
from one of the following 
three “classes” of play: 
Beginner: automatic super 
move with ABCD, no POW! 
Intermediate: standard 
Expert: cannot block! 


Tam Tam 
Slash: His Ahaooh Gaboora (basically 
an air fireball) is excellent. It ignites 
the floor where it strikes, making it 
excellent for landing targets. Bust: 
His Goobora Goobora is both 
entertaining and unblockable, good 
for serious damage. 

Saira 

Both versions of this character have 
immensely slow, close-range moves 
which are useless at any range other 
than toe-to-toe. Rely more on his 
quicker standard moves and throws. 
To thwart jumping opponents, use the 
Hou! move as they come near. 
Basara 

Slash: Avoid using his weapon warp 
at close-range moves because of the 
expensive wind-up animations. 

Bust: His Underground Dragon 
Punch move is excellent for tagging 
opponents both in the air and on the 
ground. It is difficult to see coming. 
Amakusa 

Both versions have incredibly damag- 
ing standard moves. To make matters 
worse, the projectiles moves at his 
disposal are quick and deadly. Do not 
get suckered into using the Tenkai 
Phoenix or Invitation of Devil—they 
leave you wide open before they hit. 
Haohmaru 

Slash: His Crescent Slash does less 
actual hits than Bust. However, it 
does more overall damage. 

Bust: This character’s Senpuha is 
excellent for smiting landing oppo- 
nents. However, rely more on the 
Crescent Slash for the big damage. 


Specific 
Character 
Strategy Battery 


ocenjuro 

Slash: His Forward Kick is an instant 
knockdown and could be used to set 
up one of his special moves. 

Bust: His Death Drop is quite a 
formidable-looking move. However, it 
takes up more time than it does actu- 
al damage. It’s wonderful for stalling. 
Hanzo 

Slash: When you are hit, quickly 
press AC or DB to teleport above the 
opponent and get a cheap hit in. 
Bust: With fewer special attacks, this 
Hanzo will have to play more skillfully 
with the standard moves given him. 
Make use of his Silent Sound teleport. 
Nakoruru 

Slash: In order to be truly effective 
with this version of her, you must 
master the subtle angle differences of 
the bird attacks. 

Bust: Playing with the dog is a whole 
new tactic, with several more damag- 
ing moves at her disposal. 
Kiroshiro 

All of his moves have excellent range. 
His standard battery of attacks is 
enough to make jump-happy players 
stay on the ground. His Slash self has 
the Frog Hell which is unblockable 
and very damaging. His Bust self 
must rely on his autocombo moves. 


Slash: You can play him much more 
aggressively than his Bust counterpart 
with the Rising Power Blade, which 
closes the gap on distant opponents. 
Bust: Without the offensive arsenal 
available to Slash, this version should 
play more defensively with Counters. 


po 


Caiford 


Slash: Rely heavily on his Ninja 
Teleportation to make up for the lack 
of his Bust self’s moves. 

Bust: With more than enough cheese 
at his disposal, Bust Galford can 
fireball himself into oblivion and you'll 
never have to use his other moves. 
Rimururu 

Her Ground Freeze does not actually 
freeze the opponent, but it does stun. 
Use this by following it up with stan- 
dard sword slashes, preferably with 


C. Actually, her standard moves are 
one of her most formidable assets. 


shizumaru 

The Spinning Umbrella racks up 
serious hits and costs the opponent a 
lot of time. However, the animation 
cannot be aborted if you miss. Use 
the standard Jumping Kick to knock 
most opponents out of airborne 
special moves. 


VF <cyC ] 

Slash: His multihit Sword Slash does 
less hits but more overall damage. 
His Vanity and Sparrow attacks are 
basically prefab combos accessible 
through a simple fireball motion and 
a button tap. 


KAZUKI 
Rep Hot Sout 
QCF+(Any Button) 
DEATHRIDER BLAST 
DP+(Any Button) 
DEVASTATING FLAME 
QCB+(Any Button) 
BANISHING FLAME 
RDP+(Any Button) 
BIZARRE EXPLOSION [SViMaeiae-We\eaniic 
b.f.,d,AB 
Foot’s KICK 
DP+(Any Btn.),b+(Any Btn.), f+(Any Btn 
BLAZING FIRE OF THE Six ELEMENTS 
QCF+A, QCF+B, QCF+C 


BANISHING FLAME 


BASARA 


Down THRUST DOWN THRUST 


SHADOW EXIT 
EARTH THRUST 


SHADOW Suck SHADOW SuCcK 
QCB + Any Button 

Air THRUST AiR THRUST 
(While in air) QCF+S 


PEARL OF NIGHTINGALE ERP Veleli a als ne 


HEADSKULL SLICE HEADSKULL SLICE 
(while in air) df or db + D 

jn 180)! Ve SHADOW DREAMS 
b.f.d, AB 


SOGETSU 
MOONLIGHT 


FLoaTiING Moon 
(Any Button) 

MoonConceAac 

QCB+S 
DEAD Moon 

(while jumping) QCB+S 
FULL Moon 

(while jumping) DP+S 
LUNAR RING EARTH 

QCF+S 
LUNAR RING AIR 

(while jumping) QCF+S 
DIMINISH WAVE RAISING MOON 

b,d,d,AB 


GALFORD 
PLASMA BLADE PLASMA FACTOR 
QCF+S (Bust : A=stand, B=crouch) 
SHaDow Copy SHADOW Copy 
f HCF+A (ric W,HCF+B (left) 
REPLICA ATTACK REPLICA ATTACK 
HCB+AC (head) HCB+BD (rear) 
IMITATED REPLICA IMITATED REPLICA 
(while hit) AC (head) BD (rear) 
Various DoG ATTACKS 
RDP+Any Button 
STARDUST THROW STARDUST THROW 
(while jumping & near) d+C 
PLASMA BREAK 
f+(rapid button 
STRIKING HEAD 
(while near) DP 
DASHING STRIKING HEAD 
(during run & while near) DP 
elt RBA em 19) LIGHTNING STRIKING THROW 
b,f,d+AB (head) or b,f,d+CD (rear) 


strikes) 


‘i . hy 


KYOSHIRO 


CONFUSING HEART 


BLOOD AND FLESH DANCE 


HANZO 
BLAZING DRAGON BLAZING DRAGON 
SHADOW SPLIT SHADOW SPLIT 

f HCF+(A or B) 
HEAVEN DANCE 

HCB+AC 
EARTH SLASH 
Ninuitsu Goo/GHost 
while hit) AC/BD 
U SHIRIKEN ReEppPu SHIRIKEN 
while jumping) QCF+S 
BLAzING MicrRopust 
while near) DP+S 


e running & near) DP+S 

AiR TuRN ATTACK AiR TuRN ATTACK 
(while jumping & near) d+C 

ICRODUST HIDDEN [@a8ssi/\ie-Jole)o)a4-7\: 

b,f,d+AB 

Monkey DANCE 

RDP+(Any Button) 

SILENT SOUND 
dd,S 


Warp 
QCF+D (forward) or QCB+D (backward) 
DeaTH Sout HELL Devil BLAST 


DYN =} a B)-y4-1 eagle) Mm LARK DESTRUCTION 
DP+S (start), S (attack), D (Abort) 
ENKA! PHOENIX INVITATION OF DEVIL 
QCB+S 
OISON SLICE 


JUDGEMENT BLow 


ited) melee de FORMATION OF OMEN 
b,f,d, AB 


JUBEI 
PAGUNA PAGUNA 
f+(rapid S) 
Moora GABURA 
F+S(up) QC0B+S(down) 


PAGUNA Dios 


RDP+S 
MoorAMoora 
QCF+A(up) QCF+ 
GABOORAGABOORA 
QOCF+C 

Vee) sme. @:\\ i AHAOOH TIOWAKAN 


TRISLASH 
QCF+Slash 

REIN LANCER 
QCF+D 


(hold Slash to delay) 


GAIRA 
BUCHINOMESHI 100-Ton Drop 


(while in air) d + Any Button 


KACHIADE 
MIDANEUCHI 


EARTHQUAKE 
dd,S 
CHiKAMUZO CEILING SLAM 
RDP+A 
CHIKAMUZO STONE 
CHIKAMUZO TwiRL 
RDP+C 
YENSHINSA 
(while near) QCB,f+S 
FIST DANCE EmPEROR’S DESTRUCTION 


GENIJURO 


TALOCHIJIN ANATOLLISATSU 


ZARIFOSANKATSU SANKUPOODLE 


Ory =/Rese) eee CHERRY IRIS REVERSE 


DEATH Drop 


SCARLET SLASH Purpce Dusk 


RDP+D 
DEATH OF 100 Demons 
QCB+f+S 


NAKORURU 
LeELA MeTsuBeE 
DP or QCF+S 
Kamu! RimuseE Kamu! RiMUSE 
MAHAMA FLIGHT 
QCB+D 
Kamu! METsuBE 
(after Mahama Flia 
SHICHIKAPU ETO 


LeU a em 430) 0m K AMUFIMO KESUPO 


(while jumping) d+D 

SCS est LEELA KISHAMA TEKU 
(while jump & near) d+C 

RSS CUS Si NUBEKI KAMUI RIMUSE 
b,f,d,AB 

Wo LF RIDE 

QCB+(Any Button) 

EPUNKINE SHIKITE 

(during Knock down) AC 

MERu SHIKITE 

0,db,d+S 

KANTO SHIKITE 

DP+S 

SPLIT ATTACK 

(during Kanto or NV 


TAM TAM 

PoweR WAVE 
QCF+S 

Risinc Power BLADE 


POWER WAVE 


MEGASLASH 
f+(Rapid Slash) 
Various COUNTERS 


QCB+(A or B or C for different heights) 


HAOHMARU 


CYCLONE SLASH CYCLONE KILL SLASH 


CRESCENT SLASH CRESCENT SLASH 


CT) me) BO). 3m )e Bm GUST OF CRESCENT SLASH 
(while running) DP+S 
CRACKING SLASH SERENE SLICE 


TENHA SLASH 
b,f,d+AB 


TENHA SLASH 


SHIZUMARU 
Mayrain Downrour 


Myrain BLADE Myrain BLADE 
CoLDRAIN 
Crazy DownPourR Crazy Downpour 


10ld D for 2 seconds, release 


(7-10) <1 my A CROSS CURRENT SLICE 


wii Zalh =Rdlits*2m HURRICANE SHREDDER 
b,f,d,AB 

DRIZZLE 
(while jumping) uord+S 


Ukyo 
Vanity Sworp SPARROW 


SNOWFALL SLASH SNOWFALL FLASH 


QCB+S 

SWALLow SwiPE SWALLOW SwiPE 
(While jumping) HCF+S 

STi aa 4 a ea SOLAR FLASH 
QCF+S 

USED AURORA DREAMS 
b,f,d,AB 


RIMURURU 
Kamu! SHITUKI 


KONNIL SHIRARU 
(while jum 
KONNIL Myu 
QCB+S 

uPo Quai (NisHi) 
QOCE+S 


KONNIL Myu 
Rupu KuAre_ (Toitol) 


Ruppu THOMUSU 


Rupu Kamu! EMusuli 


73 


Pop-Ups 


Like the MK series, 
there are moves 
that can pop you up 
into the air, giving 
you the ability to 
unleash some vile 
Super Air Juggles! 


, M STREET FIGHTER 


Hadoken/Fireball 


QCF, any punch (G/A) 
Hurricane Kick QCB, any kick (G/A) 
Dragon Punch DP, any P (G/A) 
Collarbone Breaker F, Strong (G) 

Hop Kick F, Forward (G) 

Super Fireball QCF, 3x Punches (G/A) 
S. Hurricane Kick QCB, 3x Kicks (G) 


Hadoken/Fireball 
Hurricane Kick 
Dragon Punch 


Crazy Kick 


QCF, any P (G/A) 
QCB, any kick (G/A) 
DP, any P (G/A) 

F, and Forward (G) 
Rising Dr. Wave QCF, 3x Punches (G) 
Vertical Dr.Wave  QCF, 3x Kicks (G) 


axuma 


QCF, any P (G) 
QCF, any P (A) 
QCB, any kick (G/A) 
DP, any P (G/A) “i 
DP, 3x Punches or 3x Kicks (G) 


Great Fireball 

Air Fireball 
Hurricane Kick 
Gr.Dragon Punch 


Teleport 

Dive Kick QCF, any kick (A) 
Overhead Chop F, Strong (G) 
Hop Kick F, Forward (G) 


QCB, 3x Punches (G/A) 
QCF, 3x Punches (G) 
QCF, 3x Punches (A) 


Super Fireball 
Rising Dr Wave 
Super Air Fireball 


Demon Rage Wp, Wp, Wk + Forward, Fp (G) 
74 = Ullgimace Fighaing Guice 


. # CHun-Lt 

Kikoken HCF, any P (G) 

Lightning Kick press any kick rapidly (G/A) 
Rising Bird Kick Hold Down, Up and any kick ( ) 


Axe Kick HCB, any kick (G) 
Head Stomp D, Forward (A) 

Neck Breaker DF, Roundhouse (G) 
Kiko-Sho QCF, 3x Punches (G) 
Chaos Kick QCF, 3x Kicks (G) 


Spinning Bird Kick QCB, 3x Kicks (G) 


: » CAMMY 


Cannon Drill QCF, any kick (G/A) 
Thrust Kick DP, any kick (G) 
Spinning Knuckle QCF, any P (G) 
Dive Kick QCB, any kick (A) 
Hooligan Jump QCB, any kick (G) 
Cannon Counter QCB, any P (G) 
Super Spark Kick QCF, 3x Kicks (G) 


Maximum Cammy QCB, 3x Kicks (A) 


2 /CHARLE 


Sonic Boom Hold Back, Forward and any P (G) 
Flash Kick Hold Down, Up and any Kick (G) 
Blade Slice U, UF, F, any Kick (A) - 
Sonic Break QCF, 3x Punches (G) 


Somersault Justice QCB, 3x Kicks (G) 
Crossfire Blitz QCF, 3x Kicks (G) 


| ZANGIEF 
Spinning Lariat 3x Punches (G/A) 
Sh.Spinning Lariat 3x Kicks (G/A) 
Spinning Piledriver 360 degrees, any P (G/A) 
Siberian Suplex 360 degrees, any kick (G) (close ) 
S. Bear Crusher — HCF, any kick (G) (close) 
Leaping Air Slam = HCB, any kick (G) 
Banishing Punch _ DP, any P (GQ) 


Elbow Slam F, Strong (G) 
Elbow Drop D, Strong (A) 
Body Splash D, Fierce (A) 


Final Atomic Buster 360 degrees, 3x Punches (G) 


ayM . BISON 


Psycho Shot QCF, any P (G) 


Scissor Kick HCF, any kick (G/A) 

Head Stomp Hold, press Up, any Kick, punch (G) 
Demon Fist Hold, press Up, any P, punch (G) 
Delayed Spark QCB, any P (G) 

Flying QCB, 3x Kicks (G/A) 

Bison Warp DP or reverse DP, any button (G/A) 


Psycho Crusher QCF, 3x Punches (G/A) 
Scissor Nightmare QCF, 3x Kicks (G) 


SS ouasim 


Yoga Fire QCF, any P (G/A) 
Yoga Flame HCB, any P (G) 
Yoga Blast HCB, any K (G) 
Yoga Teleport DP or reverse DP, 
3x Kicks or 3x Punches (G/A) 
Yoga Spear D, any K (A) 
Yoga Torpedo D, Fierce (A) 


Yoga Inferno QCF, 3x Punches (G) 


X-Men ® and all other Marvel characters and their distinctive likeness thereof are trademarks of Marvel Entertainment Group,Inc. and are used with 
permission.©1992 Marvel Entertainment Group, Inc. All rights reserved. 


TEAM X “MEN 


Multiple Punches QCF, any P (G/A) 
Upward Punches _ DP, any P (G) 
Kamikaze Drop DP, any K (G) 
Power Stealing KissQCB, any K (G/A) 


EM Disrupter QCF, any P (G/A) 
Hyper Gravitation HCB, any K (G/A) 
Magnetic Blast U, UF, F any P (A) 


Flying QCB, 3x Kicks (G/A) Stolen Power QCF, any K (NA) 
Force Field QCF, any K (G) Punches and Kiss QCF, 3x Punches (G/A) 
Mag.Shockwave QCF, 3x Punches (G) Demon Rage Wp, Wp, Wk + Forward, Fp (G) 


Magnetic Tempest QCF, 3x Kicks (G/A) 


Rouge can steal the following powers from each other character: 


Ryu Hadoken Ken Shoryuken 

JUGGERNAUT Charlie Sonic Boom Zangief Spinning Piledriver 
Juggernaut Punch QCF, any P (G) Chun-Li Kikoken Cammy Cannon Drill 
Earthquake QCB, any P (G) Dhalsim Yoga Flame M. Bison Psycho Shot 
Body Splash HCF, any K (G/A) Wolverine Berserker Barrage 
Super Taunt Throw QCB, any K (G) Cyclops Optic Blast Gambit Kinetic Card 
Power Up! DP, 3x Punches (G) Sabretooth Berserker Claw 
Object D, D, 3x Punches (G) Storm Typhoon = Juggernaut Earthquake 
Deuble Fist F, Fierce (G) Magneto Hyper Gravitation 


Jugg. Headcrush QCF, 3x Punches (G) Akuma _ Zanku-hadoken and Demon Rage 


> CyYcLops 
Optic Blast QCF, any P (G/A) Typhoon QCF, any P (G/A) 
Ground Blast QCB, any P (G) Ground Typhoon QCB, any P (G/A) 
Gene Splice DP, any P (G) Lightning Ball Strong punch, control direction with joystick (A) 
Clothesline Dash, Fierce and Roundhouse (G) Shocking Charge Strong and Short (G/A) 
Cyclops Kick QCB, any K (G) Flying QCB, 3x Kicks (G/A) 
Fatal Flurry Dash, Jab and Short, then punch rapidly (G) Lightning Storm QCF, 3x Punches (G/A) 
Mega Optic Blast QCF, 3x Punches (G) Hail Storm QCB, 3x Punches (G) 


Geometric Blast QCB, 3x Punches (G/A) 


o# WOLVERINE 


Drill Claw Strong and Short (G/A) 
Tornado Claw DP, any P (G) 

Berserker Barrage QCF, any P (G) 

Dart Kick Down and Medium Kick (A) 
Slide DF, Fierce (G) 

Berserker Barr. X QCF, 3x Punches (G) 
Weapon X DP, 3x Punches (G) 


= saneroors 


Berserker Claw QCF, any P (G/A) 


'Secrets! 


SUMIp IG seiao DP, any P 6) So far, the only hidden character is 
cook Xx osm Medes (G) Akuma. It is unknown if there are 
berserker UlaW A , 3X PU S ; 

Saber X DP, 3x Punches (G) a _ guys ae eles 
Armed Birdie QCB, 3x Kicks (G) Or IT APOCalypSE IS playable. 


“GAMBIT Team Supers 
Kinetic Card QCF, any P (G/A) ; : 
Upwards Card QCB, any P (G) Doing a fireball with 
Cajun Strike Hold, press up, any P, then punch or kick (G) Fierce Punch and 
Cajun Escape Hold, press up, any K (G) Roundhouse (when 
Cajun Slash DP, any P (G) you have at least a 
Royal Flush QCF, 3x Punches (G) Level 2 Super 


Meter) will do a 
double-sized combo. 


Moves Conventions: any P=Any Punch button, any K=Any Kick button, QCF=Quarter Circle Forward, @CB=Quarter Circle 
Backward, DP=press forward, down, down-forward. Underlined moves indicate a super attack, which can only be done while 


appropriately charged. Letters in parenthesis indicate the level at which the attack can be done. G=Ground, A=Air. 


UniBeam 

Air UniBeam 
Repulsor Blast 
Smart Bomb 
Smart Bomb Drop 
Flight 


Knee Dive 

Air Palm Beam 

Rocket Corner Slam 

Repulsor Slam 

Air Repulsor Slam 

Forward Dash; Rocket Slide 
Backward Dash; shoulder jet slide 
Infinity Counter; Repulsore Blast 
Taunt 

Infinity Combo; Proton Cannon 


Shield Slash (Low) 

Shield Slash (High) 

Shield Slash (Diagonal U/F) 
Air Shield Slash (Diagonal D/F) 
Air Shield Slash (Across) 

Air Shield Slash (U/F) 

Stars ‘n' Stripes 

Cartwheel 

Charging Stars 

Double Jump 

One-hand Slam 

Ground Launch 

One-hand Drop 

Infinity Combo; Final Justice 
Forward Dash; Quick Run 
Backward Dash; Back Handspring 


Moves Key: 


back) 


J 
Besides recovering 
some needed 
life energy, this 
gem causes his 
hits to strike with 
electric shock! 


HCT+any punch 

HCT+any punch in mid-air 

HCB+any punch 

any punch+any kick (same strength) 


any punch+any kick in-air (same strength) 


QCB+all three kicks 

(can also be initiated in mid-air) 
D+Forward in mid-air 

F, U, or D+Fierce in mid-air 

F or B+Fierce (close) 

F or B+Strong (close) 

F or B+Strong or Fierce (close) 
F, F or all three punches 

B, B or B+all three punches 

B, D/B, D+any punch 

D, D+Start 

QCT+all three punches 


WY | rR 
| , | RIGA 
i ) | 


Power 
Using the Gem of 
Power, this character 
gets shadows added 
to his special moves. 
His Stars and Stripes 
is a triple move. 


QCT+Jab 

QCT+Strong 

QCT+Fierce 

QCT+Jab 

QCT+Strong 

QCT+Fierce 

F, D, D/F+any punch 

HCB+any punch 

HCT+any kick 

U during any jump 

F or B+Strong or Fierce (close) 

F or B+Forward or Roundhouse (close) 
F or B+Strong or Fierce (close in mid-air) 
QCT+all three punches 

F, F or all three punches 

B,B or B+all three punches 


Infinity Counter; Jab Stars ‘n' Stripes B, D/B, D+any punch 


Taunt 
Infinity Combo; Final Justice 


(U} [rama ( ( 
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D, D+Start 
QCT+all three punches 


Entertainment Group, Inc. All rights reserved. 


QCF: Quarter circle forward (from down to forward) 
QCB: Quarter circle back (from down to back) 

HCF: Half circle forward (from back to down to forward) 
HCB: Half circle back (from forward to down to 


Spidey gets a mirror 
image of himself to 
attack from behind 
while using this gem. 
This is massively 
disorienting. 


Web Ball 
Air Web Ball 
Spider Sting 


Web Swing 

Straight Web Throw 
Diagonally U/F Web Throw 
Straight Up Web Throw 
Triangle Jump 


Double Rolling Slam 
Shoulder Toss 

Air Double Rolling Slam 
Forward Dash; Forward Hop 
Backward Dash; Back Hop 
Infinity Counter; Spider Sting 
Taunt: D, D+Start 


QCT+any punch 

QCT+any punch in mid-air 

F, D, D/F+any punch 

(punch again for downward slash) 
HCB+any kick (can be done in mid-air) 
HCB+Jab 

HCB+Strong 

HCB+fierce 

jump up into corner wall, 

tap in opposite direction 

F or B+Fierce (close) 

F or B+Strong (close) 

F or B+Strong or Fierce (close in mid-air) 
F, F or all three punches 

B,B or B+all three punches 

B, D/B, D+any punch 


Infinity Combo; Maximum Spider QCT+all three punches 


=H 


Power 
Much like his previ- 
OUS power-up Move, 
Wolverine gets a 
slew of fast and 
deadly shadows that 
strike damage! 


Ui 


Berserker Barrage 
Tornado Claw 
Drill Claw 


Double Knee Kick 

Claw Slide 

Dive Kick 

Shoulder Mount Adamantium Hell 
Ground Mount Adamantium Hell 
Airborne Adamantium Hell 
Dash Forward; Quick Dash 
Dash Back; Hop Back 

Infinity Counter; Drill Claw 
Taunt 

Triangle Jump 


Infinity Combo ; Super Berserker Barrage 


Infinity Combo 2; Weapon X 


QCT+any punch 
(tap punch repeatedly for more hits) 
F, D, D/F+any punch 
(tap punch repeatedly for more hits) 
any direction+any punch+any kick 
(same strength; can be done in mid-air) 
Forward -> Forward 
hold D/F+Fierce 
D+Forward (in mid-air) 
F or B+Strong (close) 
F or B+Fierce (close) 
F or B+Fierce or Strong (close in mid-air) 
F, F or all three punches 
B, B or B+all three punches 
B, D/B, D+any punch 
D, D+Start 
tap opposite direction when meeting wall 
or screen side in mid-air 
QCT+all three punches (tap punch 
repeatedly for more hits) 
D, D/F+all three punches 


Marvel characters and their distinctive likeness thereof are trademarks of Marvel Entertainment Group, Inc. and used with permission. ©1992. Marvel 


Time 
Hulk’s fierce attacks 
are much faster than 
normal, possibly 
doing double hits if 
close enough. Talk 
about ouch! 


Gamma Tornado 
Gamma Charge 
Vertical Gamma Charge 
Quick Ground Chuck 
Ground Chuck 


HCB+any punch 

charge B, F+any kick 

charge D, U+any kick 
HCT+any punch 

D, D+all three punches 

(then any punch to throw) 

F or B+Fierce or Strong (close) 
F or B+Fierce or Strong (close in mid-air) 
F, F or all three punches 

B,B or B+all three punches 

B, D/B, D+any punch 

D, D+Start 

QCT+all three punches 


JUGGERNAUT 


Space 
You want to be near 
invulnerable? Try 
breaking out with 
this gem. Juggernaut 
turns gray and gets 
real tough. 


One-Hand Drop 

Drop Slam 

Forward Dash; Quick Hop 
Backward Dash; Ground Roll 


Infinity Counter; Gamma Charge 
Taunt 


Infinity Combo; Gamma Crush 


Juggernaut Punch 


HCT+any punch 
Earthquake 


F, D/F, D+any punch 

(can be done in mid-air) 
HCT+any kick 

F, D, D/F+all three punches 
F+Fierce 

F or B+Fierce (close) 

F or B+Strong (close) 

F or B+Strong or Fierce (close in mid-air) 
Forward Dash; Shoulder Charge F, F or all three punches 
Backward Dash B,B or B+all three punches 
Infinity Counter; Juggernaut Punch B, D/B, D+any punch 
Taunt D, D+Start 


Juggernaut Splash 
Cytorrak Power-up 
Double Fist Thrust 
Head-butts ‘n' Uppercut 
Cackling Slam 

Air Drop 


Infinity Combo; Juggernaut Headcrush QCT+all three punches 


PSYLOCKE 


Power 
Using this gem, she 


does her infamous 
multiple image 
attacks. While in 
this state, all 
images strike. 


PsiFlash (Downward) 
PsiFlash (Forward) 
PsiFlash (U/F) 


QCT+Jab (can be done in mid-air) 
QCT+Strong (can be done in mid-air) 
QCT+Fierce (can be done in mid-air) 


PsiBlade QCT+any kick (can be done in mid-air) 
Ninjitsu Teleport HCB+any button (can be done in mid-air) 
PsiDrill 


any direction+punch after Ninjitsu 
Teleport (can be done in mid-air) 


Forward Flip Kick F+Forward 
Forward Slide Kick F+Roundhouse 
Back Roll Kick B+Roundhouse 


Double Jump 


U during any jump 
Vertical Launch 


F or B+Strong (close) 


Rolling Slam F or B+Fierce (close) 
Roll Drop F or B+Fierce or Strong (close in mid-air) 
Best Gem Power 


Dash Forward; Forward Roll F, F or all three punches 
Dash Back; Back Roll B, B or B+all three punches 
Infinity Counter; Short Psiblade B, D/B, D+any punch 

Taunt D, D+Start 

Infinity Combo 1; PsiThrust QCT+all three punches 
(can be done in mid-air) 
QCT+all three kicks 
QCB+all three kicks 

(can be done in mid-air) 


Infinity Combo 2; Psi-MaelStrom 
Infinity Combo 3; Kochou Gakure 


Space 
He has his nasty 


shield around him 
while using this gem. 
Enjoy the invulnera- 
bility while it lasts. 


EM Disruptor 
Air EM Disruptor 
Magnetic Wave 


HCT+any punch 
HCT+any punch in mid-air 
U, U/F, F+any punch in mid-air 


Hyper Grav HCB+any kick (can be done in mid-air) 
Gravitation QCBz+all three kicks 

Scrap Hold F or B+Fierce (close) 

EM Repulse F or B+Strong (close) 


Air Scrap Hold F or B+Strong or Fierce (close in mid-air) 


Forward Dash; Grav Dash F, F or all three punches 
Backward Dash; Backward Grav Dash_ B, B or B+all three punches 
Infinity Counter; Shockwave Surge B, D/B, D+any punch 
Taunt D, D+Start 
Infinity cmb; Mag. Shockwave QCT+all three punches 
Infinity cmb; Mag. Tempest QCT+all three kicks 

(can be done in mid-air) 


SHUMAGORATH 


Time 
This gem temporarily 
grants Shuma the 
ability to petrify 
opponents with one 
hit. Another hit will 
free them. 


eee eh r, 


Mystic Stare 
Mystic Smash 


Blob Slam 
Bite ‘n' Throw 
Energy Drain 


charge B, F+any punch 

charge B, F+any kick 

(can be done in mid-air) 
QCB+any kick 

F or B+Strong or Fierce (close) 
F or B+Forward or Roundhouse 
(close; can be done in mid-air) 


Blob Drop F or B+Strong or Fierce (in mid-air; close) 
Stone Drop D+Forward in mid-air 
Best Gem Time 


Forward Dash; Crawl F, F or all three punches 

Backward Dash; Teleport B,B or B+all three punches 

Infinity Counter; Short Mystic Smash B, D/B, D+any punch after blocking an 
attack 

Taunt D, D+Start 

Infinity Combo; Chaos Dimension QCT+all three punches, then Strong, 
Forward, Fierce or Roundhouse to grab 
(can be done in mid-air) 


< 
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~ ae Reality 

This gem will turn 
Blackheart invisible 
for a short period of 
time. Use this to 
your advantage 
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while it lasts! 
Downward Dark Thunder HCT+Jab 
Forward Dark Thunder HCT+Strong 
Upward Dark Thunder HCT+Fierce 
Close Lightning Inferno HCB+Jab 
Mid-Screen Lightning Inferno HCB+Strong 
Far Lightning Inferno HCB+Fierce 
Ice Inferno HCB+Strong -> Strong 
Fire Inferno HCB+Fierce -> Fierce 
Soul Absorb F or B+Fierce (close) 
Energy Surge F or B+Strong (close) 


Air Energy Surge 
Forward Ground Warp 
Backward Ground Warp 


F or B+Strong or Fierce in mid-air (close) 
F, F or all three punches 
B,B or B+all three punches 


Air Float F, F in mid-air 
Infinity Counter B, D/B, D+any punch 
Taunt D, D+Start 


Infinity Combo; Armageddon QCT+all three punches 
Infinity Combo; Heart of Darkness QCT+all three kicks 
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DF.P.D.P 
b,P 

u,K 

u,P 
ube 
uf,P 
uf,P,b,P 
f,f,K 
d,|H+K 
b,f, H+K 
f,H+P 
H+K 

f,K 
£,.K.b.P 
PK 

P.P 
PPP 
Lr 
Ng 
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f,.PPK 

H+P 

d,df,f, H+K 
b,db,d,df,f,P 
d,f,P+K 
d,db,b,P+K 


HAAAAYD 


f,P 
f,f,P 

' d,df,f,K 
| ff,P+K 
| df,H+K 
P (b,f,K 
uf,P 
uf,K 
u,K 
ub,K 
u,P 
b,FS 
PK == 
PP 
P.P.P 


d,H+K © 
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Dash Upper 
Double Upper 
Low Spin Knuckle 
Tina Special 
Vertical Back 
chop 
Vertical Hammer 
~ Double Hammer 
- Back Brain Kick 
Elbow Smash 
Knuckle Arrow 
Back Chop 
Back Chop Hammer 
Fighting Kick 
Low spin Kick 
_ Shoulder Tackle 
 Short-range Lariat 
Rolling Sobat 
Spinning Kneepad 
-Knee Hammer 
Jab High Kick 
Jab Straight 
Machine gun Rush 
Elbow 
Elbow Back 
Knuckle 
Ultimate Combo 
Death Volley Bomb 
Frankensteiner 
Fisherman’s Buster 
J.O.Cyclone 
Flying meiyaa 


| PPP£P 
F PPPLK 


HEKH H+K 
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H+P+K 
HA eingaGen ice 


Tenjin 


_ UraTenjin (back 
i, turned) 
~ SenkouDan 


Mueitoh 


_JinsouKyaku 
HienShoKyaku 


ReppuuKyaku 


_ ReppuuKyaku) 


ShozanFu 
fenshuuKyaku 
diryuuKyaku 


GetsurinKyaku 


FuTenjin 
HiTenjin 
SenrenShuu 


~Double Thrust 


Triple Thrust 
Ren-Sen 
RentenShuu 
Renjishuu 
RenGetsuSai 
Ren-Hayate 


Ren-ShippuuKyaku 
RentenKyaku — 


RenjinKyaku 


Renchikyaku | 


Ryouga 
Tsumuji 


Hayate = 


ShippuuKyaku 
Eishitsu 
Sen-Kirigeri 


d,df,f,H+P+K 


fK,K 
uluf,P 
ub,P 

P.K 

P,P 
PPK 
P.P.f,K 
P PLA K 
PPTKK 
PPP 
PP.f,P 

P PLP 
PPP LP 


PP 
u,K 

af,P 
O..PP 
dL PLP 


b,db,d,df,f,P 
d,df,f, H+K 
back H+P 
f,df,d,db,b,H 
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“Spinning Heel Keg i | 


Sway Blow 
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Dang 


Here are some of the moves 

for the up-and-coming arcade 
fighter, Dead or Alive. The table 
i) 


Sok Club 

Ti Sok Tron 

Double Sok (f,P,b,P 
on tec) 

Elbow, Heel Kick 

Ti Sok Been 


Spinning Middle Kick 
Twister Upper 

Kau Loi 

Hell Needle 


Double smeen 

Dancing Rush 

Vulcan Elbow 

Vulcan Edge 

Genocide Rush 

Devil's Rush (P,P,f,P,b,P 
on tec) 

Bloody Rush 

Rising Heel Kick 

Upper 

Hell Smash 

Heaven Smash 


S Front Kick 

S Shoulder Tackle 

S Spinning Back Knuckle 
S Smash 

S Sliding 

S Rolling Sobat 
S Leg Spike 

S Heel Hammer 
S Bomb Upper 

Ss Drop Kick 

S <jyaberin> Kick 
S) Bomb Arrow 
S 

S 

S 

S 

S 

S 

S 

S 

S 


i 


Body Blow 
Stomach Crush — 
Jab, Body son 
Storm Body Blow 
Jab, High Kick ¥ | 
Jab, Straight — 
Storm Bomb Stomp 


y 


 ddf,f,P S h - Dragon Blow~ 


Ve ee 


JAN eS 
RUT 


i.e 2 Body Blow 

b,P S Chastisement C f,P,P S Stomach Crush 

f,f,P Sh Flash Hook b,P S Double Hammer 

f,f,P,.K Shm_ Flash Spin Kick § db,P S JisenToh 

f,f,P,d,K Sim Flash Low Spin DF,P S 

kick = uf,P S 

uf,P Knuckle Upper uf,K SS 

u,P 2 = uf,K,K S 

Vertical ; U.P S 
upper - u,K o HagenSndn 

aK S Rear Hig “IE — ub,P S RyueiToh 

ub,K S High Shin Kick | 2. _-ub,K S GetsurinKyaku 

ub,K = High Shin Knee iP S RaijinGeki 

kick =f db,f,P S UgoHaidoh 

ub,P — — . a L5F S Swing Double Hammer 

P,K 2S ___Jab High Kick b,f,P,P S Reverse Double Hammer 

ae = ~ Sonic Hook d,P+K S Zanchui 

P.f,P,K — sa = Sonic Spin Kick Ko oe Fighting Kick 

P,f,P,d,K ~~ § __ Sonic Low Spin f,K =e as cee i. u Tron ae 

kick f,K,K S Knee Spin Kick 

Pp S Lead Jab df,K S SokutouKeri 

Ppp S Back Knuckle oz df,K,df,K S HamayariKeri 

PPP, 3 Dragon Rush = db,K S Leg Spike 

P,P,P,f,P S Dragon Cannon b,K S) Heel Hammer 

P.P.K S Combo High Kick P S Is 

LP Sm _ Body Blow P,K S 

LPP S mm Body Upper PP S 

H+K Sm __ Shin Knee Kick PPK S 

b,K S Middle Hook Kick P,P,ub,K S 

b,K,K S Double Hook Kick 

db,K S Thrust Kick 

April 11, 1997 


Sweepstakes Rules: : 

1. No Purchase: Necessary:, To enter, send a standard- size postcard containing your name, address-and phone 
number to “Dead or Alive Sweepstakes, : 1920Highland Avenue, Suite 222, Lombard, IL 60418. ‘No purchase or 
payment of: any. money is necessaty to enter. This sweepstakes may appear in several creative presentations: 
One entry. per household fegardless of the: number of creative presentations. Subsequent entries from the same 
household will be disqualified. All entrieés must be. handwritten. Mechanically reproduced entries will not be 
accepted: Entries must be received by September 1, 1997. All entries become exclusive property of Ziff-Davis 
Inc. and wit} not be acknowledged or returned.; Ziff- Davis Inc. assumes no responsibility for lost, mutilated, late, 
illegible, incomplete, postage-due or misdiractéed entries. Only one prize per family, organization or household. 

2. Prizes: 1 Grand Prize: Grand Prize winner will receive one (1) Dead’or Alive arcade machine. Grand Prize has an esti- | va 

mated value of $4,999:00. Winners. will’be determined: by a tandom drawing from all valid entries by Ziff-Davis Inc. whose. decisions are. 

final. Drawing to ‘be:held on or about. Sépt. 15,1997. ‘The Grand Prize winner will be notified by mail. Prize is non-transferable. No! substi- 

tutions: of prize(s) are allowed, except at the option of Sponsor should the featured. prize(s) become unavailable. . 

3. Odds of Winning: The odds of winning will be-determined by numberof valid entries received from all creative presentations» 

4. Eligibility: Sweepstakes open to residents of United States and Canada.. Void.in Rhode Island and Quebec} N6n-compliance with the’ _- 
time parameters contained herein or return of any prize/prize notification as undeliverable will result in-disqualification and an alternate, Pegce “ 
winner will be selected. Winner or.winner’s legal guardian shall sign-an‘affidavit of eligibility/release of liability/prize acceptance within30, 
days»of.receipt or. forfeit.prize. By acceptance of prize, winner(s) agree to the use of their name and/or likeness for purposes of advertis- ° | 
ing, trade or promotion without further compensation, unless prohibited.by law..Employees of Ziff- Davis Inc: Sponsor and, theirrespeétiye * 
affiliates ‘are not: eligible, ‘Neither-Ziff-Davis Inc. Sponsor.nor their respective affiliates, subsidiaries, divisions orrelated companies are. S 
responsible-for any damages, ‘taxés Or expenses that consumers might incur as a result of this contest or feceiptof prize. Winnérs.accept- = 
ing prizes agree that alliptizés ‘are awarded on the condition. that Ziff-Davis Inc., Sponsor and their agents; representatives, anc anibyb ts ' is 
will havesno Jiability whatsoeverfor any injuries, losses or damages of any kind resulting from acceptance,-possession or usé,of the ass... eo = 
5. Winners’ List: Fer a list of winners, “Send a stamped, self-addressed envelope to “Dead or Alive Winnets hist)” 1920 Highland | Avenue, © 

Suite 222; Lombard, IL 60148. Requests for winners lists must be teceived’ by Sept. 30, 1997. Allow four weeks for pele of vente it 
6,-Restrictions: Void where prohibited’or restricted by law. All federal) state and local regulations apply. x 4 i eel 
73 SRAORS This Sweepstakes is solely.sponsored by Tecmo Ltd. Dead or Alive (Tecmo Ltd. . vill rights reserved.) + = Ax ‘ 7 
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Wo Mictiel Elepjtarc lavels; 
no Jonger have any ring- 
OuIS, They have been 
_fseplaced wiih open planes; 
This hinders the Vipers: pie 
mary. TOWING ADIITY, aS 


ine} / OSS TOES Into walls. 


: ine Viper levels are 
TR c KS iy T STRATEGIES r *} eCIOSed in Walls, Wey, jet 
onto YOU JUGGIE Opponents by 
BOUNCING INEM Off OF ie 
WANS, hit an Opponent hard 


MIN/NID DINCLING ENOUGH Witth Ie final DIOW 
MID-AVREBIOCKINGII) | lau sesnvetaesmrae 


() Orgeu¢e trig yells. 


Fighters Megamix brings 10u Gan Dloex while in the 

_ | together the warriors of aif (like in FV) to take less 
|] Virtua Fighter 2 and damage from aerial hits. 
Fighting Vipers. As the However it's a double 
engines of the two games edged sword. You will doa 
are vastly different, a few somersault to get out of the 


changes have been made ve a " lea 
use it to juggle you. This is 
—_— particularly deadly when 


used next to a wall. 


These fighters have 


changed only slightly. They ac cN assas.s Boag 
are in all respects nearly *s Just like in Virtua Fighter 3, players can now Sidestep 


identical to how they were | ee around the arena to dodge attacks. Sometimes a dodge 
in VF2, although a few VF3 grt Skt a acetate can be useful, but you must be a few feet away from your 
moves have rounded out ee as opponent when he/she attacks or you will be struck. 
each character. Compared en ee Rotating around the computer works really well. 
to the Fighting Vipers, " 
these guys are pretty 
weak. They have “new” a oo 
armor-breaking moves that : = If youve bought the por 
work pretty well. _ pegenae =f  ; . 7) version of the game, you'll 
“oy | me ‘ see a few differences. A 
few art pieces have been 
removed, as well as the 
moves sheet hidden on the 
: iy iy CD. Armor is much harder 
ons — This pets picture of Candy to break than before. 
¢ i (Honey) is now gone. Darn! 


If you want to play cheap, 
the Fighting Vipers cast 

is for you. They completely 
unbalance the game, 
allowing you to win simply 
by hitting one button. 

One punch from a Viper 


equals a VF chain hit. Armor will take only so 


Worse yet, the FVs have much damage before... 
armor which lets them 


soak up more damage. 


Very poor balance. tom The FV fighters still have 
tneir armor, while the Virtua 
.-. Fighters do not. To destroy a 
reo ae piece of armor, you must 
-—@ Cz, ; unleash a flurry of punches 
and kicks to a set area, torso 
> or legs. Then once the opponent has his or her armor indicator 
™ flashing, finish him/her off with an Armor Busting move. 


Each FV character has 
two locations for armor. 


ede. 
cop 
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You can acquire secret 
characters and additional 
options by clearing each 
of the nine courses. 
Here’s what you'll get: 


COURSE A 
Advanced Options 


Kids Akira and Kids Sara 
COURSE C 


Ura Bahn character 


Virtua Cop’s Janet 


Bean and Bark 
COURSE F 
Rentahero 
COURSE G 
Deku the jumping bean 
COURSE H 
Siba 
COURSE | 
Hornet & Art Gallery 


SEAN 
Toss some bombs to keep 
your victim trapped. 


BOMB TOSS 
F,F + Punch 


z 


PEA 


RENTARERD 
Rentahero has the traditional 
fighting game fireball! 


SANE 
One of the deadliest attacks; 
Janet can fire her pistol. 


eee 


Clear your Saturn’s 
memory of Megamix. 
Practice until you have 
over 1,100 OKs. Then 
complete courses A 
through H. Next, high- 
light Course | and press 
the L button to enter into 
a game of memory that 
has a nifty prize. 


STRANGE 


MINGS 


grant both players unlimited health. 
Play more than 85 hours to be 

able to play as AM2’s tree logo!?! 

Win 50 or more matches in the 
Survival Mode for this treat. 

Endure 11 matches in the three- 
minute Survival Mode for a fast game. 


Am2 Tree: 
Stage Select: 


Hyper Mode: 


CHEAT CODES 


N64 CODES 

Free play (on Title Screen) — 
CL,CL,R,A,B,CU,CR 
Cheat Menu (Title Screen) 
R,R,R,B,B,A,A 

Play as Grox (Sel Screen) 
~D,A,L,L,U,D,R;U,L,L : 
Play as Exor (on Sel Screen) | 
L_.D,0,7,L,U0,L,U,R,D 


PLAYSTATION CODES 
Free Play 
on-0705 off-5070 
P1 Invincible 
on-2368 off-8532 
P2 Invincible 
on-1224 off-4221 
P1 Extra Damage 
on-7879 off-9787 
P2 Extra Damage 
on-3961 off-1693 
Quick finish Game 
on-4258 off-8524 
Easy Fatalities 
on-0322 off-2230 


‘Slow and methodical, he may 
not be a hd yh 


Energy Shield 


F Foe [- Grox 
d L B cg on-6969 off-9696 
Containment Exor 
Teleport Lazer on-2791 off-1972 
Teleport Level 1 Select 


on-5550 off-5556 

Level 2 Select 

on-5551 off-5556 

Level 3 Select 

on-5552 off-5556 
Level 4 Select 

on-5553 off 5556 

Level 5 Select 

on-5554 off-5556 

Level 6 Select 

on-5555 off-5556 

Level 7 Select 

on-5557 off-5556 


as ; most Bascen go 
massive damage. 


Hammer Fist FF . 
Throw | File 


Combos: _B,F,HK,LK,HK,LPLP.HPHPRHPHK 
Chain: Jump Kick, Clothesline Charge 
Breaker. F,B,F,B+HK+LK 


“(spinning Lpade - 
Rush Clothesline _F, F4+LK+HK 


FATALITY ( SLOSe) C 3D(U,D,U ), HK . 


Horiz. Staff Chop D,B+LK Combos: _B,F,HP,HK,HP,LP,Block,F,F,B,F,HK+LK 
- rs a Chain: Player in air-Jump Kick, Containment, HP, 


ee “A =i Teleport Breaker: 3D,B,U,F+LK 


7 
eee: okt, ee ; { : 
—= toa _ Bladé Teleport  “"FagF+LK 


Horn Throw af, D, B+LK+HK 


Vert. Staff Chop D+F+HK . FATALITY E.D.B.HP+Lh 


cae A 
Ground Laser B,D,F+LP Sky Laser AIB.D,F+HP 
MOVES — . 


___ Spark Guard (up to four) B,B+LP 
Spark Attack (up to four) HP+LP (with Spark = 
~~ Teleport D,B+LK 7 le 


os 
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Hyper Punches ——-D,B+HP -— FAVALIDPY 2 aeo 19B.BJHP 


Throw Shuriken AY]. F+HP Combos: B,F,HP,HK,LPLP,HK+HK,D,F.HK+LK Siemens F.D,B+HPRLPLK 
Breaker: 3D,U,D,U+LK 


MOVES 
Short Flame B,F+LP 


Medium Flame B,B,F+LP ° 
Sword Slash FF, HP+LP — 


ie PAPAL Y coco cone CBDR 
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Shockwave MIU,D+LP Combos: Hammer Uppercut D+F+LP 
B. FHP LEELA LEHPAP.LPB-DELP 
Breaker: F,F+HP+LP 


Arm Break 
Net Hold 


Vem we 
= 


bee OM, Wi ae 
es 
i 


on io: ot > J 
ne: a e 


Throw Hammer D+B+HP ~ FATALITY 3D(E.F).1P+4 LP 


ta a 


Lightning Bolt D,B+HP Combos: 


B,F.HP.HK,HP,HK,HK,HK,LK,LK,HP [aiiatemenaeler= F.F+HK 


PAGAN o¢ PAGAN 2 Chain: | Low Jump Kick, Flying Charge 
WIS 3 Breaker: B,B,B,F+HK+LK 


’ Teleport D,D+LK 
Summon Dead B,D,F+LP 


 Notes:Tap HK+LK to keep spinning dutiiig os 
“Whirlwind Kicks. Use Back and Forward. 


> 
a 
&, 


ae: sl i 


_ of 
| = has M Sie ee a “7 “ " 
Whirlwind Kicks D,F+HK+LK gall \ FAVALIVY G2 oreo (BDF +tEP 


Shockwave Stun MHIlB,D,F+LK Combos:  8B,F,HP,HP,LP,LP,LK,LK,HP,HP,HK Rolling Rock 
Chain: Shockwave Stun, Bouncing Rock 


Breaker: 3D,B,F+HP 


Body Slam C F.B+HP 
Suplex 


2 Rao Spr rm ie gy 


Bouncing Rock =—-—D,B+HP ‘ FAQPALIDY cB.D.F.LDh+ih 
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3-D Axe Throw §f{i]D,F+LP Combos: 
B,F,HP,LK,LK,HP.LP.LP,HP.B,D,F.F,D,B 

Chain: Low Jump Kick, Shield Rush 
Breaker: 3D,D,B+LK 


er) 


Shield Swipe 
ee Shield Rush 


Sarr el 


eis 


oar on 
|) a 
a ‘ator Ms 


Axe Slam , we. AV PAVE ES Y «eee CRD 
12 z SRE ai : z = 
| fa ae 


Bone Rain kfi]} B,D,+HP Combos: B, F HP. HK. HP. LK, LK, LK. i LP. HK HP Snake Arm 
: 7 Chain: Jump Kick, HP, Snake Arm 


Breaker: F,.D,.B+HP+LP 


/ VOODOO j 


Low Bat Attack D+B4LP 


Whirlwind Punches D,F+HP+LP 
Grab and Claw (CFB+LP . 
Teleport B,F+LK ; 
LE: 
4f A, 
‘i hae oe ae lis ty. | vr. OTR. 
i Te ue | et Ai Qe 
1 u me 4 46 \ ~ , 
me, 2 ts Sees Cd Sik aie |) 
ga = 4 . f. a ./ ‘ 
~Md 4} f bin”: iv? 
| ee a oe escal siccinlicttlet vs d LY eee el 
High Bat Attack = _D+B+HP PAPALIPY 02 aco 12B.ELP 
| * iM 
Shock Wave Rf!1B,.D,F+HP Combos: _B,F,HP,HP,LP,LP,LK,LK,HK,HK,LP Bomb Jump B,F+HK+LK 
f Chain: Jump Kick, Shock Wave 
mreener: 3D,B,B;F,HP 


er 


~ 
ns ZT} Rockets D,B+LP 
Knee toHead CF B+HP 


@ » OE OEM ET at GE: bee et ae BE BOS IP OOPS a 


he hed 


3-D Rockets Hl] D,B+LP == PADALEDY oe aenw 19h. DOB.Ah 
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, : WCW Pros Clash on your PS Sip 


2a Riangnc 
Transfusion Throw opp. into corner, 
Hold © (I) 
Side Breaker Hold ©(s) + down 
Manhattan Drop Hold © (I) 
Vertical Brainbuster Hold © (long) + up 
Cartwheel Elbow 4 to run+ X 
Asai Moonsault (out) toward rope + Tap 
Cancun Tornado (mat) toward turnbuckle 
a =e AbISDa 
Spinning Back Breaker Throw into ropes, : 
Hold © Long, release as —_- Juarez Sting (pin) (super) Hold © (vl) 
he returns Drop DDT Hold O(l) + up 
Kneel Kick R1 (duck behind) + Tap Snap Suplex Hold © (1) 
Maya Crossarm Suplex (pin) R1 (duck behind) + Power Bomb (pin) Hold © (I!) + down 
Hold © + up Backward Somersault Flip (mat) Turnbuckle + 
Understanding the Moves Snacun 
Certain abbreviations are placed in parenthesis in order to Power Bomb (pin) (super) Hold O (vl) 
denote special conditions or instructions. When called to Hold | x 
: Praying Mantis Bomb (pin) Hold O (I), up, down 
a button (|)=long time, (s)=short time, (vl)=very long time. , 
Moves may be prefixed with (stand)=while opponent is stand- MUGKS slain dogg Soe: 
Praying Mantis Dive (stand) Move to turnb. 


ing, (mat)=while opponent is on the mat, (outside)=while 
opponent is outside. For the move names themselves, (pin)= 
a pinning move, (sh)=submission hold. 


+e" 
Tap |) + X rapidly while 
opponent is attempting 


Tight Rope Walk 


P| - pal apn to place you in the 
E LICe } | | | Cal | turnbuckle. 
Face Buster R1 (duck behind) + Tap 
+Up 
Head-butt Tap 
Held Leg Flip Hold O(l) 
Falling Brainbuster Throw into turnbuckle 
Hold O (|) 
Riding Head-butt (mat) Move near head 
+ Hold © 
Ninja Special (pin) Hold © (1) + down 
Shuriken (outside) Move to rope 
+ Tap O 
Cartwheel Shuriken (outside) A to run to far Leg Drop (mat) Move near legs + © 
ropes, Bounce off and _ga™e = Headiock + 3 punches Tap © + up 
Hold O(l) Choke Hold (sh) Hold © (I) + up 
Flying Shuriken (mat) at turnbuckle, Twisting Body Slam Hold ©(l) + down 
Hold © Face Crush R1 (duck behind) + Tap © 


tows The /\71ixyiij,70n Strategies, Tricks & Arcade 


Console Strategies: Sentient, jar, Vandal Hearts, & FIFA 64 


‘\} i 


- —aeaer 
~ — <r 


ast Tokens las; ly G7/UEVEUS|REVEALED 


Gy, 


“e. 
a 


RY 


> 
é 


Combos! 
shorteuts! 
Hidden Areas! 


“ Power-Upsjand) mone 
Tekken 3 e Super GT 
S e Mace e Max Force 
¢ DarkStalkers 3 ¢ Armadillo Racing 
MH W§ikicic ¢ Plane Crazy ¢ Fast Break 


¢ Red Planet ¢ Police Trainer 


MAGIE 
Regal Stretch (sh) Hold © (1) + down 
Neck Hold/Throw Tap © + down 
Holding Arm Bar (sh) Hold © (I) + up 


Twisted Wrist Throw 
Diving Cross Arm Bar (sh) 


(super) Hold © (vl) 
R1 (duck behind) 
+ Hold © + up 


Scorpion Death Lock (sh) (mat) Move near legs + O 
Body Slam Tap O + down 
Pile Driver Hold ©O(s) + down 
Reverse DDT R1 (duck behind) 

+ Hold O 


Power Bomb (pin) Hold O(l) + down 


a [ VP mm 1s ; uo ¥ 

ee MASAHIKO _Ghono 
SP (si) "tel Move near legs + © 
Neck Breaker Drop Hold O(s) 
Double Wrist Armsault Hold O (I) 


Triple Head-butt 
German Suplex (pin) 


R1 (duck behind) + Tap © 
R1 (duck behind) + 
+ Up 


Hold © 


iN 
aH 


HH 


R1 (duck behind) 
+ Hold © 


Torture Rack (sh) 


Arm Drag Tap © + up 
Hi Waist Sweep Hold © (I)+ up 
hi i | Choke Slam Hold © (I)+ down 
Nt ky : ; 
KE Boot, A +O, or press R2- 
AW Neck Breaker Hold © 5) + down 
. ; Hold O(!) + down 


Throw Gérmansopier 


Sleeper Hold (sh) 


Football Tackle 


Knee-butt into Dragon Suplex 


Quad Stretch (sh) 


Avalanche German Suplex 


Diving Head-butt 


Double Arm DDT 
Snap Suplex 
Reverse Face Buster 
German Suplex(pin) 


Frankensteiner (pin) 


~ Two-Handed Tackle 


pePlag to titel 


Double Arm Suplex | 


Brainbuster into Slam — 


Bulldog Headlock - 


ottSteincr 


Throw German Suplex | 


Bear, Breath, — 


a= Tap O + down 
z _ Hold O(l) + up 


~Hold O(s) + up > 


+ dapat 


Tap O + cn 


Hold Ols ) + down 
(mat) move near legs 
+Tap O 

Throw into turnbuckle 
+ Hold © 


(mat) toward turnbuckle 

+ X 

Hold O (I) 

Hold O(l) + up 

R1 (duck behind) + Tap © 
R1 (duck behind) + 

Hold O 


Throw into ropes, 
Hold O(N), release as he 
returns © 


walnut 


, Id (I) + Jo 


i 


i yee 


i 


i ' 
Hold O(s) 


R1 (duck behind) + Tap © 
+ Up i 
R1 (duck behind) . a ity 
+ Tap O | 


RI Puce behind) 


"+ Hold 


R1 (duck behind 


a —— Sebo) Hold ¢ 


Se eS —- 


LILSLILLE igaGen HINGE, See 


=Control 
Pad 


tages Pressing the Lor R 
. utton will cause the character 
=C button to move out of the way of 
most attacks. 
AARON Get-Up: When getting up, you 

ulead cl can use the Horz. or Vert. Attack 
ey , buttons to give your opponent a 
nasty surprise. 
Combo Grabs: If you can grab 
an opponent in the middle of a 
combo, you might perform a 


= ~ = = ie eet. unique grab attack. 
1, «4 Y 4 < —_—_—— a ee 2 cir Body Slam: As soon as your 
Bo Via aa yy 4 ® — a —— ars. << opponent hits the ground, tap Up 


and one of the C buttons to do a 
Aaron has some powerful Leaping Ground attack on 
Chain Combos. him/her before he/she gets up. 

. Special Attacks: Every charac- 
ter has a number of special 
attacks. These attacks can 

be used to thwart your oppo- 
nent’s attacks. 

Chain Combos: You need to hit 
the correct buttons in the correct 
order and at the right time to pull 
off the Chain Combos. 


Se (on + ++ 


Aaron is your basic Marine. He 
is quick and has some powerful 
attacks. Use Special #4 and he'll 
toss a couple of grenades on 
the ground. This is effective in 
stopping foes from running in at 
you. It’s also useful in knocking 
opponents back. 


Horizontal ——— 


z= 
Kies _ 2. 


Kicks 


Special 


~ (Running Push) aa 


. ; ~ (Running Slid 
y in; eg neciher 4 ~ (Running Slide) 


A proje He move. 


age a : = 
Vertical Combos ‘, | 3 , Bae 


mor Eve is very quick, fairly weak Eve’s projectile move 


Kicks and does virtually nothing with | is good from close to 


RN fs body, But she sure good trom close 
on eRe Ure with 


that sword. As with every char- 
acter in this game, Eve does ro TE 


ih have some form of a fireball. 
ra Hers is a medium-ranged one. Po i. 
ri Eve also has some mean . “8. 
<euning Pep) multihit combos that will really . Y, at 
Hold) (Running Slide) rack up the damage points. , ’ rr 
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Gore’s axe gives him 
incredible range. 


i Saas aia F 


¥ 
Vertical Combos 


1. 


2. @ Ry : 

Gore is the big lumbering brute 

of the group. Of course he is 
very powerful but very slow. 

You can easily knock down an 
1. ™ enemy to 50 percent with the 

_ 2. > #3 Horizontal Combo. His fire- 
ball-type move consists of him 

_ > > jumping up into the air and 

4 ss Aunnina Push slamming his axe down on the 

: : ground which creates a shock- 
“1 (Running Slide) wave of energy reaching about 
6 


. can thrust his axe 
-4%x~+>--@ half of the screen. 2 “_ pe 


to knock you back. 


ry ye 1 Horizontal Combos 


MORPHS 


™ Morphix does not 
as have a weapon, - y y @ 
instead his body is 


ni 


= 
—— Mes 
MOREE ty 


a weapon (hence , y ; 
the name Morphix). 
2. y y y 
1. 
>= 


Pretty clever, huh! 

But Morphikx is an 
excellent character. 

He is fast and power- oc lL 
ful plus as an added 
bonus his fireball 
move is the coolest 
in the game. Morphix _- 
also has a windmill- x 


| i or type move that Cal do ia (Running Push) 
Horizontal Combos multiple hits. This is 
; good to use against = (Running Slide) 


jumping opponents. 


1. 4 


hen > 


\ Menge ae et ae 
3. roe v v is | | a, | 1 LS 66s ia ie, De lee REG be? 
[i.e * | raed ae 
Vertical Combos i hy By ie We dtu is 
1 ge _ 7s i- 
| think the game gc <> ST 
designers liked © = 
Niiki the most. pe ae 2A mn 
= ean e 
She has themost iE, es SY os b= 
moves, is the : oo ee 


pert: 


hardest to hit 

i when the comput- 
er plaisir, anc 

is no slouch in 

the damage 
department. Niiki 
is also one of the 
fastest characters 
around. She can 
rip out with multi- 
hit combos faster 
than you can Say, 


> + (Hold ) (Running Push) “Holy Cow!” 
- + (Hold) (Running Slide) 
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Niiki’s fireball can reach 


just about all the way across 
the screen. 


Kid 
, t 4 


os iG 


. 
- Fam, 


Horizontal Combos i wnmy yer 
S(LAKT, 5 


: : 
4 >= 


Vertical Combos | 
—&£ 


os | Use the 


: = eee Ground Stomp ‘She i is iin but her hits 
“= =: —— 785 Soon as do a lot of damage. 
™ =~ x. =a your foe hits 
__=aeaw the floor, — 


Scarlet is not as fast as 

Sells you might wish her to be. 
But once she starts going, 
she hits like a freight train. 
Scarlet’s fireball is the most iii ly YORE 
useful for hitting/crouching : 
GMiatena) meee Opponents. Her #3 Vertical 
is the most damaging, of 
course, but don’t discount 
the smaller combos. 


(Running Slide) 


Her fireball is good to use 
against crouching foes. 


Be cs is 


re A ) 
2 
= > 


aig a es 
f 7 ot oan Ye i Horizontal Combos 
Py f ) ) fyi. = 
i See 
£ . aa) Vertical Combos 
mip 06." : 
a. 2? a. 


nasa 
d fireball 


hee ~ Zenmuron does carrya 
aa iv cP ~ sword but it isn’t his pri- = 
a mary weapon. In fact, 


his sword is r ved only 
used to start n Ss sive Kick 
‘s aoe re hi A 


~ nai apon in his arse- A 

nal « lice, They can : | 

, i quiet Grorcome most : Coe ve 

wuron’s #2 Special can hit rush-inattackstodeci- i (Running Slide) 
- afoe upto sixtimes.  —s mate your foe. 


a 
f “ ge os a ~ . iJ ee 
SANK ON es 0 
To play as Sonork press:L,R, A “ A VW : a ae og | \ ole | ) TED 
ii if : Ft \ if = | j 
at the Main Title Screen. & m A ae ; 
This guy is one tough son- ii s ~», Cam dae 
of-a-gun. His Plasma fire- aa, a _ ‘ 
ball sends multiple shots 4%, ‘ _- ~~ 
your way. If you miss one, a ——- a 
the rest will hit you. He is : -. awe * 
very fast and incradll iRiail y . tabogg XK . 
j y attacks—all are deadly. ~ _ 
cheap when the computer a ek 
plays as him. “peas “a > eee el 
males aN "| This is the final Boss. His 
eS: {SS favorite move is to jump into 
ae FI the air and disappear. Then 
oe he’ll reappear right above 
— you, landing on you and doing 


about 10 percent damage. He 
At close range hecando _ is quick and very strong. 
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The Basics 

The most interesting aspect 
of K-1 The Arena Fighters is 
the Artificial Intelligence. While 
setting up the Al, you control 
every aspect of your opponent’s 
‘learning’ curve, making the 
game more difficult to play. 
On the main Al Player Setup 
Screen, you should put each 


fighter’s Learning Level to the 


THE ARENA max. It is recommended to 


increase the learning of only 


FIGHTERS two or three aspects at a time, 
otherwise the fighter will be 


dumfounded trying to learn 
everything at once. If you feel 
the fighter needs more offense, 
increase the Combination, 
Counter Punch and First Strike. 
If he needs more defense, 
increase Guard, Dodge and 
Stamina options. Finally, 
Damage and Swing will 
increase the pov! of your 


attacks. Once the Main Al is 
configured, go to the Extra Edit 
Screen to find 21 more vari- 
ables for your fighter’s success. 
DP TIOX . ; oe aa , m@ Here you will find options to 
a ‘OPTION 3 a at (); ¢ aoa" a eee ery mma increase or decrease the fight- 
DOWN... Oe ; er’s movement (i.e., Ducking, 
Sway Back, Long Step-In), 
Offense and Defense. 


K-1 has possibly the most realistic bend 
to fighting game engines. 


ee 
MODE HUM 


PUNCH ae BUN vx er a ie | Listed on these pages is the 
SPE ae “ 33 Stes. > es =e came | 7 ae 7 recommended Al setup when 
MUSIC CTH IG = © = ea iy” gee YOU first start training fighters. 
- AUDIO TEST’, 0 == a ee | - a 6 #— After he goes through 10-25 


fights, reduce these and 
More than enough options allow you to increase his other stats. 


customize characters’ skills. 


Set him up with 
Damage, Swing, 
Dodge and First 
Strike. Also, 
increase his 
Ducking Hook, 
Uppercut, Body 
Blow and Straight. 


A powerful fighter with a powerful 
High Kick. Turn on the First Strike, 
Damage and Combination. In the 
Extra Edit Menu Screen, increase his 
Uppercut, Straight, High Kick and 
Middle Kick for maximum damage! 


> ary 
oii cing Guid y e 


Jumping Knee Kick 


Begin with Dodge, 
Counter Punch and 
Fist Strike. Also, 
increase his Step- 
In and Step-Out 

in the movement 
category, while 
increasing kicks. 


A well-rounded fighter who can 
defeat you with both his powerful 
kicks and strong jabs. Increase the 
Combination, First Strike and 
Damage. Use his powerful kicking 
ability by increasing the kicks. 


SOMO; Start off with 
"Dui =" 1 the Counter 
Polsseed Punch, First 
S24 Strike and 
s Combination. 
y Also, increase 
the High Kick, 
Middle Kick, 
Low Kick and 
Straight for 
more damage. 


Wosasi 


rl a Ve 


oi > 


Increase Guard and 
Dodge Modes for 
defense, and the 

Counter Punch and 

Damage Modes for 

his counter attacks. 

Increase Body Blow 

and High Kick. 


A powerful fighter with a powerful 
High Kick. Turn on the First Strike, 
Damage and Combination. In the 
Extra Edit Menu Screen, increase his 
Uppercut, Straight, High Kick and 
Middle Kick for maximum damage! 


Swing Uppercut 


. 
; 
| ‘ 
JS 1) ae 
: 


Increase Guard, 
Damage and Swing 
for the best results. 
Also, in the Extra 
Edit Menu, increase 
his Straight, Jab, 
Body Blow and 


This guy is slow and strong. 
His attack range is as huge 
as he Is. All you really need 
to do Is sit back and swing. 
When dist = as this guy, us 


This guy is best used for his speed. He 
can hit you fast which makes up for the 
amount of damage his hits can do. 


Her chest isn't t power ne 
but it will knock your 
opponent off. 


This is Sun Stand Kiang 
and she is not accessible 
in the beginning of the game 
unless you enter this wae 
Press Start and go to — 

one- player battle. Pres 

the following: L, L, U, D, 
Triangle, Square, L1 and 
then R1. You'll hear a noise, 


and she will appear. 


| | Square button Triangle button /\ 


She is another quick character. 
with a variety of moves. Vary 
your moves during matches to 
throw your opponent off. Use 
her Double Leg Kick and 
Jumping Hit to win. 


sis 


Siteeay 


Fe This guy definitely lacks in the 
CLA J y UJ @| amount of moves but his reach is 
2 — ) incredible. He is also extremely 
powerful. The best advice is to play 


N 
keep-away and hit from a distance. : 
He’s not too good up close. me > JN LS 


€ Hold 


Hold 


and is pretty strong. Use —} 
lL r ~~ » his combos to be ona 
= sa constant attack. Guard when 
Y < WN +> necessary but keep on the 
sia forward move. Like always, 
WN ; make sure to vary the 
> NY, ve me XS combos you use. 


| This guy has average speed 7\ 1 ~~ LI ‘am y} 


The double swords can make 
your combos go very quickly. 


‘epee ie rae seal , ~ ] q 
ve tuaqy Guee 
RADOU COD 
— 

- . = This guy has average speed and is.on the high end in terms 
of damage. His moves are limited butwuseful: Stick and 
move. You need to play/him defensively or the quicker oppo- 
nents will use your slowness to their advantage. Block. and 
wait until you have a chance to do some extreme damage. 


His sword gives him a a 
fair amount of reach. = 


® Boy is this guy slow! In the same 

@ token, however, he is extremely 

® strong. The best thing to do is to 

® keep that club swinging. It will hurt 
@ the enemy. severely. Make sure 
to do the Pogo Stick move after 
|} every knockdown. 


om 7 
a | | 

Zhang Fei is powerful and he has some good reach. He 

doesn’t have many moves, but he doesn’t need them. Wait 


for your enemy to attack and then do a good combo. Use © 
your ene after every knockdown for an extra hit. - 


— Peed 


ZHAO Jun 


This one has lots of different combos 
that go together well. You can easily 
keep your opponent from anticipat- Dt 
ing your movements with the Rey 
wide variety of moves available. 


“1-1-1 i This guy is probably more attack side during a fight. Vary 
UJ wi average than anyone. He your hits from high to low and 
isn’t too powerful or too quick. then starta combo. This . ~~ 
: His.moves vary enough to should be enough to score 


fool the enemy. Keep on the some good hits. 


V3 ate Fighting. 
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m Versus and a Survival Mode where 


@ fighters in the game. 


KEW oud OM ONMEESS, 
F Forward 


GAMEPLAY 
The gameplay of 


Toshinden 3 is based 
B Back a lot more on juggling 
D Down than your typical 


attack-and-counter 
Style like the first two. 
There are some 


a Down-Forward 
=) Down-Back 


S Square moves for each char- 

T Triangle acter that allow you 
to strike a foe even if 

X X you are hit. These 

C Circle are best used against 


offensive players. 


ise the walls to uaa 
opponents for extra hits. 


Battle Arena Toshinden 3 has 
four modes of gameplay. There 

| is a Time Attack (where you must 
quickly kill enemies), Practice, 


2a gai + as =3 
. kis i 


you must fight through all of the 


LIFE -BOMB=SPECIALS 


Each fighter starts the match with 
two gems. These allow you to do a 
super move once per gem. These 
moves can be done on the ground 
and in the air with different effects 
accordingly. They are excellent for 
extending your chains. 


OVEK DRIVE AT IACKS 


Every time you give or receive dam- 
age, your Overdrive meter goes up. 
It's found just above the Life meter. 
When it’s lit, you can perform a spe- 
cial move. Combos and juggles 
seem to speed up the process. You 
can do the move once per meter... 


DESPERATION MOVES: 


Once your Life meter flashes red, 
you may perform a Desperation 
move. They do 

a fair amount of 
damage to even the 
odds a bit. For some 
reason, Kayin’s 
move is different. 


Kayin: F.B.F. BC 


SECRET 
STUFF 


SUB-BOSSES 


To play as the sub- 
Bosses you must 
beat the Time Trial 
Mode on any difficulty 
setting. You must do 
this once for all of the 
normal fighters. 


SHO 


To acquire Sho, you 
must first have all of 
the sub-Bosses 
under your control. 
Then set the difficulty 
to Hard or above. 
Beat the Time Trial 
with a sub-Boss with- 
out losing a match. 


ABEL 


For Abel, play 
through time trial 
with Sho on the 
Impossible setting. 
Do not lose a match. 


VEIL 


Veil can be yours, if 
you use Abel and 
beat the Time Trial on 
the Impossible setting 
without losing. 


NARU 


Once again, use the 
previous character 
(this time Veil) and 
beat the game on the 
Impossible setting. 


NEW OUTFITS 


Use the little girl Naru 
to win the Time Trial 
(Impossible setting...) 
in order to choose 
new outfits for your 
characters. For some 
it is a simple palate 
swap, however some 
of the fighters will go 
through a remarkable 
change. Good luck! 


d, df, f+ slash 

d, df, f + slash (air) 
d, db, b + slash 

f, d, df + slash 

b, db, d, df, f + slash 


d, df, f+ slash 
f, d, df + slash 
dc, at. 1, a. GH, TS T 
d, db, b + kick 


ADA d, df, f + kick 
dt tasaah ties ‘ 
f. df, d, db, b + slash (eth) a 
b, db, d, af, {+ kick uPulhy) <6 


A iA UV a i “ > ¢ ‘ XxX ; X i 
f, d, df + slash | 3 HIT COMBO - 

d, db, b + slash (air) 
f, d, df + kick 

d, db, b + kick (air) 


d, df, f + slash 

f, d, df + slash 

b, d, db + slash 

f, df, d, db,b+T 

b 


(w/ammo) b, f + T ,f4+T 
ao ammo) b, f + T (run) b + T 
(run) d + X 


d, df, f + slash 

d, df, f + slash (air) 
d, db, b + slash 

f, d, df + slash 

f, df, d, db, b + slash 
d, df, f + kick 


f, d, df + slash 
d, db, b + slash 

d, db, b + slash (air) 
f, d, df + kick 

d, db, b + kick 


bites d, db, b + kick (air) 
Bie T dft* T 
(run) d+ T b,f+T 


(run) d+ O 


ov cf . aa 
Betas _ 


d, df, f+ slash 


df, d, db, b + slash d, db, b + slash 

, df, d, db, b + slash (air) ped BS | b, db, d, df, f + slash 
db, b + slash Ed <n : b.f+T 

db, d, df + slash 2 = i f,b+T 

db, b + kick (run) d+O 


JUDGEMENT 


d, db, b + slash 
f, d, df + slash 


(air) 


“df, f + O (air) 


Spe df,f+O ae 
Ts 5 
( Ss vm 

d, df, | BNF , 
d, df, f + S (air) d, df, f + slash 
d. di. f+T f, d, df + slash 
d, df, f + T (air) ie cote 
f, df, d, db, b + slash , db, b+ ick | 
d, df, f + kick d, db, b + kick (air) 
b, db, d, df, f+S d, df, f + kick (air) 
b, db, d, df, f+T (run) d+ X 
b, (run) b +O 
_( LEC \ are 


oy: 


eVeseeaace46a. oa oe q : 

: Sao : 

cc = —+s sh ‘ ae 
: ae + + + 
ff Ox x 


d, df, f+ slash 
f, d, df + slash 


d, 

f. df, d, db, b + slash : o anne? 
f, df, d, db, b + slash (air) bf4+T 

b, db, d, df + slash (run)'b + T 

d, db, b + kick (run) d+ X 


df + T 


MISS TIL 


DA\ 


d, db, b + slash (unblockable) f, d, df + slash 
f, d, df + slash d,db,b+S 
f+ d, db, b+T 
{fe T b. db. dc, a, T+ 7 
i 4 dat. f+ O 
¥ 2 A \ sg. Ae eee rene 
sl d, df, f + slash 
d, df, f + slash (air) 
d, db, b + slash 
b, d, db + slash 
lie f, d, df + slash 
b, db, d, df, f + slash 
93 a] Ted = WH 


(w/ammo) f + T T,T Tz WaT b, db, d, df,f+S_ 
f+0O ’ as Bp te n, do, d, dt, t+ T 
u+O ae oid Fs “ d, db, b + kick 
Select d, db, b + kick (air) 
b,f+T 
PVPS IN (run) d+ O 
d, df, f + slash ~ oe of \ i ol ‘ee re 
f, d, df + slash y EN CC 4. | aah 
f, df, d, db, b + slash d, df, f + slash 
d, db, b + kick d, df, f + slash (air) 
d, db, b + kick (air) f, d, df + slash 
(Do nothing for six seconds) f. df.d.db.b+T 
d, db, b + kick 


d, db, b + kick (air) 
d, df, f + kick (air) 


f, d, 
b, d, db + slash (run) d+ X 
d, f, df + slash (unblockable) (run) b + O | 
b, db, d, df, f + slash (Do nothing for three and a half minutes) 
t, of. a, db, b+ S 
it di, da, db b+ T TOU \ . 
; pan con d, df, f+ slash 
a | d, db, b + slash 
d, db, b + kick (air) 
b, d, db + kick b, dB db + slash 
d. dt.t * : f, d, df + slash 
er b, db, d, df, f + slash 
ho d, df, f + kick 


d, df, f + kick (air) 


id. af + slash S, S, T, S 


RUNGO 


d, df, f+ slash 
f, d, df + slash 
edidfskice b, d, db + slash , G 
d, db, b + kick d, f, df + slash . ees 
df+T b, db, d, df, f + slash 
t+ S t, af, d, db, b+S 
GB Pe © f, df, d, db, b+T 
f, d, df + kick 
SHL Tz d, db, b + kick 
cee ddA mtd d, db, b + kick (air) 
f, d, df + slash b, d, db + kick 
d,af.f+8 eT 
d, df, f + S (air) yes, 
ihe 3 d, of. f + Slash 
Gee TT Ae) d, df, f + slash (air) 
Gy), a-HER f. d, df + slash 
} dG, a, 7. dat T&T 
SHIZU f, df, d, db, b+T 
f, d, df + slash d, db, b + kick 
d,db,b+S f, d, df + kick 
d, db, b + S (air) b, d, db + kick 
d,db,b+T Db. ob. d. at, T+ O 
d, db, b + T (air) JEDA 
b, db, d, df, f+T vVERM 
d, df, f+0O by, db, d,.di, f+ slash 
(w/pistol ammo) f + S 
SHO (w/shotgun ammo) f + T 
wt Select (reload) 
d, df, f + slash 
d, db, b + slash ZC fi aa 
b, d, db + slash arian 
L-ades d, df, f + slash 
fh. ay + T f, df, d, db, b + slash 
f. of, d, db. b+ T f, df, d, db, b + slash (air) 
d, db, b + kick d.0b p48 | 
d, db, b + kick (air) d, db, b + S (air) 
d, df, f + kick (air) d, db, b+T 
d.dfta& d, db, b + T (air) 
GT, § &Q b, d, db + O 
f, df, d,db,b +O b,f+T 
SOF} 
d, df, f + slash JY G GUZy 


f, df, d, db, b + slash 
f, df, d, db, b + slash (air) 


To play effectively, you 


must learn to juggle. The 


d,db,b+S 
d, db, b + S (air) above pictures show 
d, db, b+T some simple starting 


d, db, b + T (air) 


juggles. Build on them. 
b, db, d, df, f + kick 


Weak Weapon 
Strong Weapon 


Lowercase 


Critical Edge...A+B+K 


Blue Attacks 
Unlockable 


Critical Edge + Move 


_ Voldo: Voldo's alternate ending 

_ is strange. His command is 

_ input when he rubs the Soul 

_ Edge to his face. The command, 
however, is to roll the pad as 
fast as possible. This controls 
the speed at which Voldo rubs 
the sword. Go fast enough, and 
the sword will shatter. This is the 
alternate ending. 


Thanks to her Glaive, Sueng 
Mina has perhaps the greatest 
range of the group. With it, 
she’s also able to propel 
herself at her opponents for 
multiple hits. 


Fly Flipper Kick 
Sparrow’s Rush 
Burning Sparrow 
Crazy Seesaw 
Dancing Souls A,f+A,A,A 
B,B,d+A 
B,d+A 
f+B,d+A 
b+B,d+A+B 
Skull Crusher 


Spinning Low Kick 
Moon Crusher 
Earth Crusher 

The Star Destroyer 
Baton Twirler 

Burning Free Wheel 

Shoulder Breaker 


f,F+K,K 

fi, F + K, K, K 
A+B,f+A,B 
A+B,A+B 


b,b+A+B 


cht cing Gu ne ide 


i 


; 


\ 
, | 
To get the alternate endings for each character, you will need to 
press a certain button sequence (listed below) at a certain time 
during the character's normal ending. You need to press the button 
sequence when the screen moves from the black letterbox to full 
screen. Continue the button sequence until the letterbox returns. 


fast. When close enough, press A or B to 
finish him off. If you are not fast enough, 
you may have to dodge twice or more. 


Cervantes -B 


No Escape 
Slice And Dice 


Wind Storm 
Looping Cutter 
Shin Slicer 
Triangle Cutter Ee 
Sudden Wind B,B,A,d+A 
Wipe Out B, B, A, B 
Wasp Stinger f+B 
Let It Roll b+B 
Thunder Strike i,,-+B 
Side Kick df+K 
Wood Chopper b+K,B 
Leg Sweeper d+K,B 
Steel Slicer A+B 
Phoenix Tail f,F+A+B 
Silent Step a, Gl, t 
Division Bell d,df,f+A 
Division Loop d,df,f+A,d+A 
Division Slash d, df,f+A,B 
The Trooper d, df,f+B 


Hammer Of God] d. df, d,db.b+B8B 


. sere S = Discus Thrower 
: ei Lumberjack 
uf +B+K Mitsurugi is the well-balanced Tairiado 
(behind) A+ G character of the game. His Rock Smash 
uf ++A+B attacks are fairly powerful, Rock River 
quick and they rarely miss Piston Attack 


their mark. 


Hwang a Mitsurugi: To get Mitsurugi’s second 
Rock -B ending, you must defeat a character 

Taki ei named Tanegashima in battle. This is not 
Sophitia - Right like a normal battle. To defeat 

Siegfried -B Tanegashima, watch for his first shot. 
Seung Mina - Down, Up When he fires, press Left or Right twice to § 
Li Long 9 dodge. Then, tap Up rapidly to close in 


Axe Slash 
Double Slash 
Cut To Pieces 

Brutal Slash 

Bear’s Hunt 

Axe Gripper 
Axe Swings Down 
Tidal wave 


Woodcarver 
Power Cut 


Fly Swatter 


yo 
i Tee 6a Ge, Bae 


To play, as the alternate 


all of his weapons in the Edg e Master Mode. 


Now you can pick him in any mode except Edge © . 
Master by moving the cursor past the edge of the _ 


character list. 


To play as Sophitia’s alternate 
version you will need to obtain all 


of the Edge Master weapons. Then she will be 
selectable in all modes except Edge Master by 
oy the cursor past the character list. 


To play as Sophitia!! you will need : 
to get all 70 of the Edge Master 
Mode weapons. You can Pay 2 her in pany soe 


After you finish off Soul Edge and Cervantes, the 
eighth weapon can be found at one of the stages 
adjacent to Spain (Italy is almost always one of 
them). Go there and fight. If you win and you did 
NOT get the weapon, it is at the other country adja- 
cent to Spain. If you lose and your character does 
his/her “time over’ animation, the weapon was there, 
but because you lost, it moved. It will always move to 
another adjacent country, but never back to Spain. If 
you lose and your character just stands there, it was 
at the other country. 


Although Rock Adam’s battle 
axe packs a wallop, he isnt 
as slow in swinging it as one 
might expect, perhaps giving 
himself a slight advantage. 


Elephant Tusk f+B 


Elephant Trunk df+B 
Bury The Stake d+B 
Head-butt b+B 
The Battle Axe f,F+B 
High Kick K 
Rock Climber f+kK 
Middle Kick df+K 
Wild Slash df+K,A 
Sweep Kick d+K 
Horizontal Kick db + K 
Buffalo’s Charge f,F+K 


Brutal Smash (standing up) A 


Royal Hunt (standing up) B 
Stomach Smack] _ (standing up) K 
Sliding Kick (running) K 
Sky Splitter D+A,B 
Pouncer b+A+B 
Rock Thrower A+G 
The Conqueror B+G 
Atomic Drop (behind) A+ G 
Falling Rock d,db,b+B+G 
Wishbone (enemy down) u+ K 
Full Moon Fever ddf,f+B+K 
Devastator f.df.ddb,b+A+G 


Shadow Flare 
Metal Militia 
Death Scissors 
Night Crawler 
Dark Conqueror 
Fearless Wretch 
Prelude To Agony 
Imperial Knight 
Speeding Bullet 
Sign of the Cross 
Saber-tooth Tiger 
Monkey Kick 
Home Free 
Middle Kick 
Round Kick 
Dark-sided Kick 
Scar Face 
Rush To Judgement 
Demon Slaughter 
Unpleasant Desire 
Dancin’ Goblin 
Self Destruction 
Heroic Act 


TANS PES 


ae 


~~ 
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Whipping 
Whipping Low Kick 
Whiplash of Pain 
Dragon's Beat 
Boa Bite 
Viper Venom 
The King of Cobras 
The Dance of the Serpent 
Komodo Dragon 
Tricky Snake Venom 
Rope Skipper 
Hail Storm 
Snake Venom 
Drum Roll 
Drum Fire 
The Air Splitter 
Punisher Whip 
The Rising Dragon 
Monkey Magic 
Dragon’s Elbow 
Dragon’s Knuckle 
Reversal Attack 
Circle of Destruction 


Li Long’s nunchakus (weapon of choice) allo 


Like Mitsurugi, 
Hwang is 

an excellent 
well-rounded 
fighter with 
equal abilities. 


Cervantes’ 
Critical Edge 
is one of 

the most 
powerful in 
the game. 


Voldo’s bigges 
asset Is his arse- 
nal of unpre- 
dictable attacks. 


f+A,A,d+K,B 
f+A+B+K 
df+A 
db+A 
B,B,B 
f+B,B 
b+B,B 
b+B,B,B 
db+B,A 
f,F +B 
K,d+A 
d, df,f+B 
d,db,b+B 
d,db,B+B,B 
b+A+G 
db+B+k 


Bae Sagres Ties 


out multiple hits for reasonable damage at close range. 


Spiral Attack 
Eagle’s Flap 
Middle Slash 
Man Slaughter 
Cross Cutter 
Double Head-butt 
Triple Head-butt 
Mortal Slaughter 
The Invader 
Blackmail 
Double Lancers 
Unicorn’s Charge 
Brutal Blade Kick 
Royal Crasher 
Brain Smasher 
Spiral Blade 
Cannonball Lifter 
Drop Kick 
Spin Kick 
Sledge Hammer 
Earth Divide 


A,d+A 
df+A 


but his strength and 


f Pash B 
iott+B 


easy to perform also. 


ws him to dish 


Tree Cutter 
Spiral Flame 
Nail Driver 
Sidewinder 
Edge of Hurricane 
Reverse Flip 
Heat Wave 
Trip to Death 
Trip to Heaven 
Heaven's Strike 
Power Destroyer 
Middle Kick 
Boomerang Kick 
Cut the Grass 
Rocket Launcher 
Moon Crusher 
Earth Crusher 
High Hoops 
Split U In Two 
Razor Edge 
Firefly’s Tail 
Atomic Blast 


Blind Spin 
Rat Chase 
Rat Chase and Kick 
Meat Driller and Kick 
Killer X 
Power Slave 
Demon Elbow 
Hungry Spider 
Donkey Kick 
Close To The Edge 
Lift Up Kick 
Praying Mantis 
Bloody Clap 
Evil Bow 
Leg Trap 
Kaleidoscope of Pain 
Monkey Flip 
Psycho Spin 
Deadly Rose 
Spider’s Bite 
Blood Follows Blood 


Silent Shadow 
5, BK Silent Dancer 
B,d+A Silent Screamer 
b+B,A Angel’s Punishment 
b+B,A,B Silent Rage 
db+B,b+B Angel Arrow 
+B Sa Angel Hunt 
b,B+B,B Seigfried’s lance Primal Scream 
df+K,K attacks may seem Maiden Revenge 
df+K, K, B Slasher 
vey, slow when compared V-Slasher 
d+B to the rest of the group, The Conductor 
5, .By.B Justice of the Peace 


(standing up) A, A b : Holy Slash 
(standing up) B Impressive endurance Holy Comet 
fF+k more than make up for sik: Saale 
A+K : i ‘ Permanent Exile 
it. His unblockable is Sanden Clive 


First Strike 
Second Strike 
Final Strike 


Sunrise Stab 
Moon Eclipse 


f,F+A+B 
d,df,f+A 
d,df,f+A,B 
b+B+K 


f,F+A+B+G,K 


A+K 


(behind) A+G 
d.df.f+A 


: r 
_ Like Taki and Li Long, Sophitia is 
fairly quick, but her limited range 
and low damage ratio hurts her 
overall effectiveness. She’s also 
g primarily a close-range fighter. 


Silent Slash 
Shadow Slash 
Dark Slash 
Shadow Ripper 
Purple Wind 
Double Ripper 
Silent Wind 
Dark Wind 
Tricky Slash 
Slash and Stab 
Terrible Stab 
Lightning Spark 
Middle Slicer 
Low Blow 
Reaping Hook 
Winding Top 
Shoulder Cutter 
V-Cutter 
Lightning Strike 


Silent Storm 
Hell’s Bells 


Low Criss Cross 
Blood and Bullets 
Star Gazer 
Midnight Sun 
Shoulder Cutter 
Assassin's Strike 
High Kick 
Double Spin Kick 
Shooting Star 
Hunting Shadow 
Dark Shooter 
Assassin's Kick 
A. Double Kick 
A. Triple Kick 


Great Loop 
Whirlwind 
Moon Orbiter 


Haley's Comet 


Flash of the Blade 


Upper Criss Cross 
Middle Criss Cross 


Spinning High Kick 


Human Trampoline 


d, df, f+K 
d,db,b+B+G 
If. d, db, b + 


98) 


Pam 10 use Taki 


bt fusiity| effectively, 


ereiel Ub ; 
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High Kick 
Holy Horns 
Kaleidoscope Kick 
Paradise Kick 
Hooked On You 
Middle Kick 
Lion’s Tail 
Moon Flip 
White Flash 
Angel's Spiral 
Angel's Dive 
Angel Flip 
Silent Step 
Angel Strike 
Holy Step 
Iron Butterfly 
Athen’s Upper 
Heaven To Hell 
Sunshine Flip 
Guardians of Law 


x 


he you'll need 


to get in 


m close and 
~) hack at your 
_}| opponent. — 


K, K 
K,K,d+K 
K, K,d+K, f+ K 
f+K 
df+K 
d+K 
db + K 
uf +K 
uf +K,A 
uf +K,B 
Uf 4 KyiK 
d.at. t 
d, df,f+B 
f, d, df 
f,d, df+A 
f,d, df+B 
B+G,d+A+B+K 
A+K 


i 1 yf : f 
‘ al li Md iw 7 
Ae LE as Pa 


eal 


SUPER ROBOT 
BOSSES! 


Full-robot combat is an under- 

statement when it comes to 

this game. From round one 

Tin Sg Ny: 7 =until the end, you will be faced 

through Fa Baas Me with some serious in-your-face 

the Pe ¥, robotic attacks. Everything 

game ‘ieee 1% from laser attacks from the sky 

the first ye to killer Flaming Uppercuts will = Ba Sa r- a a 

time, you will be rewarded #*, be flung at you. Each robot _—< Ces! 2.) = 4 

with the option of choosing J@ Nas its own strengths and With the quicker robots, it’s * 

one of the Bosses as a “fy weaknesses. Some are quick while oe eae ll §best to use hit-and-run tac- 
CC, asad zs , 

playable character. The @/ others rely on brute force. One fea- = Set Mie —4@ tics aS much as you Can. 

more times you beat the ¥, ture that you will have to learn quick- me This is slower but you'll 


game, the more Bosses ly is to block. You will be forced to ae more than likely win. 


that will be available. i. \earn quickly or fall behind. 


(A ‘aalill 
Fan AO. Yi 


Long-range attacks can 
be a life saver when you 
come against a slow- 
moving juggernaut. 


It’s also rumored that there 
is one extremely secret 
character in the game... 

| Zero Gouki! Any Street 
Fighter fan will recognize 
this character as Akuma. He 
is a secret playable charac- 
ter and has many of the 
similar moves as one might 
find in an Akuma character 
(fireballs, Dragon Punches). 


DYNASTY!) “WARRIORS” 


Coming Summer °97 
Visit our web site at KOEI py : 


http://www.koeigames.com | PlayStation | 


Sangoku Musou Dynasty Warriors is a trademark of KOEI Corporation. PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment inc. © 1997 KOEI Corp.., All rights reserved. 


CONTENT RATE! 
ESR 


Dark Rift brings out the best in people. Eve works her butt off to turn Gore into a meaty pin cushion. Gore busts his gut to _ 
move Eve into the path of his axe. And you'll need your best, because Dark Rift gives it up. Dark Rift delivers more fight, more 
often with more speed than you have ever seen before. Check out Dark Rift for N64 or Win 95 and get flesh scorching — 
projectiles, hyper quick ten hit combos, blazing frame rates and some very unpleasant surprises for the competition. 


i : oa 
Nintendo® and N64 are trademarks of NINTENDO OF AMERICA INC. ss : ap 
Dark Rift™, Kronos™, their logos and characters are trademarks of and © 1996 Kronos = A A OR a hE i*4 VIC TOKAI INC. 
=: Digital Entertainment, Inc. All rights reserved. Distributed by VIC TOKAI ING, oe ee Eackoess Avene 
es orrance, 


~ (310) 326-8880 


